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much the Faſbion | among 
"ze Beau Monde \that He, 
wh; in Company * ſhould" ORE ig- 
norant of the Games in Vogue, 
would be rec hond low . and 


bardly fi for Converſation. ah 
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| the Pains to compile this little 15 


Treatiſe in Order to Teach theThree 
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Aus ſo plain and ca J, that a Fer- 
| fon of a ver) cammon, Capacity may 

[ quickly leere theſeThree heavens 
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1 FrnsT, 4 HOMBRES be 
This Game is variouſly play'd, ace A 
| cording FA 


; The Pars Fen: 


le | therefore, 


ee || wot: he ignorunt of any. part of- it, be 


will find it bers deſevilfd in all its 


to Chapters, or Head. 25 that ſo the 
Reader might not find himſelf puz- 
zled, by running front Artiels to: 
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that we inlarge in ſome Places upon: 
Things that . bave been touch*d'\on 
before; but it muſt" be e 
3 This Eſſey is wrote in  Favony- 
fs. | ct of 


Branches, and we have vedut e it 


- 
. 1 
” 
.. VI Ae . — eo 
— — —— — r — 


tha 
— — 
—— — — — 


—— — 


— 


——— 
— — 


— — — —U— 


— a 2 — — DG ee rms warms 


+ 4 * —_ * — 
e , " T. % bl N LN 7 53 
it. "=. „ - 1 \ 5 J * A * 7 : * 
5 8 


17 1 E ＋ hs Te i well Lil fur 


vi The PrREFACE: 

of thoſe. who have 10 Norion at all 

of the Game; and to theſe we con- 
ceide Nothing can be made too plain. 
Beſides, the Reader will find that 


we never ſpeak of a Thing a ſecond 
Time, but where it has not been 
en . before. 
if on es 5c 
AS for choſe * ber ah 


* Notioꝝ of the Game, this eafy 


— will Joc oon * them 2 


the. Rules here laid down ſo exact, 
and with ſo much Juſtice, as readily 
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10 decide thoſe frequent Diſ putes 
which happen about the Laws. 0 


| the Game. ON 


THERE is nkeniſe for the 
Uſe e of Learners, 4 Table of alt 
ſuch Games as may with Prudence 


be play. 


© BOT f be Trans 
may ſound a little barbarous to ſons 
Ears, and left the Ignorant ſbowel 
| think they are TERMS of Magick, 
ve bave plac'd them all in a ſepa- 
; 
þ 


rate Table with their Explanations. 


| sxcoxn- 
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SECONDLY, The Game of 
PICQUET z- taught, as it is now 
play'd in the beſt Companies ; the 
Method is Jo eaſie, that I think No- 
thing can be added here to explain 
11 Farther, 


THIRDLY, The Royal Game 
of CHESS, which ſome maintain 
20 be as old as Troy, and that it 
was invented by the Grecian Cap- 
tains, to: divert their tedious E- 
wenings, at the Siege of that Fa- 
mons City; It requires Art and 
Stratagem, and agreeably relieves 


the Mind when wearied with the 
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Fatigue of Buſineſs, In the Fra- 
dice of this Game, 4 Perſon meets 
with a great many odd Events, 


which give the ſame ſort of agreea- 
ble Surprize, that we are mog 


with, at the happy Incidents in 4 
Comedy. By the ſbort Abridgment 


| Sven of it, _ 


we... heve. 


Ferſon tbat once ſees the MEN 
plac'd upon the Board, may learn 
to play ; but to be excellent in it 


requires a ſutable Genius, and good. 


Ob ye ervation. 


yr 


— 


SSS 
Nee 


p48 E 2. line 13. for which, read with. 
751 Buſted, every where read, Beaſted; 
and ſo, for Baſtes, read Beaſtes. . 
Likewiſe the Spamſh'Terms in the Game: of 
Hombre, are reduc d to French; as Spadille, 
for Spadillia. Manille, for Manillia. Codille |||. 
Her Codillia. Bails, for Baſto. 


See 
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EXEEXDETEESED SED EEEEND 


Of the GAME of HOMBRE. 
of "74 21 A3 95 $1301 it iti! 
Hs Game owes its Invention 
As to the Spaniards, and has in it 
a great deal of the Gravit 
"peculiar to that Nation. It 
is called L' Hombre which in 
«Lt Spanifþ 11 it was 
ſo named as requiring Thought and Reflecti- 
on which are Qualit ies peculiar to Man. Tv 
play it well, requires a great deal of Ap- 
plication, and let a Man be never ſo expert, 
he will be apt to fall into Miſtakes if be 
thinks of any Thing elſe; or is diſturb'd b 
the Conver ſation of thoſe that look on. 
ATTENTION and Quietneſs are ab- 
ſolutely neceſſary * Order to play well. 


Therefore 


| 
| 
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| 
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| 
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113 The Court-Cameſter. 
Therefore if the Spectators are diſcreet; they 
will be ſatisfied with the Pleaſure of ſeeing 
it play'd withovt diſtracting the Game- 

WHra T I have ſaid is not to perſuade 


any, that have a Mind to learn it, that the 


Pleaſure 1s not worth thePains ; On the con- 
trary, it will be found the moſt delightful 
and entertaining of all Games to thoſe who 
have any Thing in them, of what we call 
the Spirit of Play. | | OT 
THERE are many ways of playing L. 
Hombre; it is ſometimes play'd which force 


N or Eſpadille force; ſometimes two 


erſons, ſometimes three, ſometimes four, and 
ſometimes five: But the general Way is by 
three ; of this Kind of Play, we ſnall treat 
firſt;the reſt we ſhall explain in their Turns. 
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Lou may buy from the Card-makers, 
Facks made up on Purpoſe for this Game; 
aut fierwiſe * you may take an intire Pack 
ailtich:conſiſts of fifty two Cards, and throw 
but. all the eights, nines, and tens, of the 
four suits which makes twelve, there will 
remain forty, this is an Hombre Pack. of 


I ue Oame is play'd with forty Cards, 
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of the Natural Order of the Cards... 


HAT Icall the natural Order of 
the Cards, is, their ſeveral Degrees 
when they are not Trum Ps. 

TE Term Trump comes from a Cor- 
ruption of the Word Trinmph , \forgyacre- 
woe they are, they are attended with Con- 

eK. M Id 
; Or Cards there are two 8 Red, 
pd Black; the two Black, are e and 

„„ 

THe Order of Spades and Clibs, is the 
ſame as in other Games, in a natural Ne- 
ſeent: King, Queen, Knave; Seven, Bix; 
Fi ive, Four, OT Two. 

Ir isto be Obſery” d, That the two black 
Aces, are not reckon'd in the natural Order 
of the Cards among their own Suits, be- 
eanſe they are always Trumps z as we ſhall 
Explain hereafter. 

HE two Red Colours are 1 and 
Diamonds, which in their Order are quite 
contrary to the Black; but this Difference 
is ſoon underſtood 

IT EH E King, Queen, and Knave keep their 

natural Ranks, but the reſt are quite Re- 
vers d, for the loweſt Card ſtill Wang. the 


higheſt, | 
B 2 To 
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To Conttinhent this at one Caſt of an 


Eye, and to ſee every Card's Value turn 
to this Table. 


1oBlack:) || Red; „ „ l 
King | King | Obſerve, that there 1 
=_ Queen are ten Cards in 1 

- Knave Knave | Red, and but nine j 
Seven Ace in Black, by reaſon 
Six Two as we have ſaid be- 

Fixe Ihree fore, the black Aces 
Four Fou, which are always 

Three Five Trum 1 are not to 
Ivo Six be reckon' d 
bay Be Seven, | FO 


— _ 


ü 


of the Order of Cards when 0 


are Trumps. 


TT is neceſſary to remember what was ſaid 

before, that the two black Aces are al- 
ways Trumps, let us play in what Colour 
we will; Thus whether Hearts, Diamonds, 
Clubs, 4 Spades be Trumps, the Ace of 
Spades is always the firſt Trump, and the 
Ace of Clubs the third. 
TR Ace cf Spades is called nas, or 
ie the Ace of Clubs Baſte. 


Tavs 


* 
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'Tnv;s the firſt, and the third Trump 
is conſtantly fix d, then the only Difficul - 
ty is to find out the ſecond. mh F 

I T is to be obſerv'd, that whatever Co- 
lour we play, that which is the worſt Card 
in their natural Order, that is to ſay, when 
it is not Trumps, becomesthe ſecond Trump, 
as the Duce of Spades, when we play in 
Spades, is the ſecond beſt Trump, and is 
called Manille, and the Duce of Clubs when 
Clubs are Trumps. 

WHEN we play in Red, the Seven 
of Hearts, or Seven of Diamonds is the Se- 
cond beſt Card, that is to ſay, the Se- 
ven of Hearts when we play in Hearts, and 
the ſeven of Diamonds when we play in Di- 
amonds, and is likewiſe called Mauille. 

THERE are as we have ſhewn four Ma- 
uilles upon the Cards, that is to ſay, two in 
red, and two in black, but they are never 
call'd Munilles, but when the Suits to which 
they belong are Trumps; as for Example, 
when we play in Spades, the Duce of Spades 
is Manille, if in Clubs, the Duce of Clubs, 
if in Hearts or Diamonds it muſt be the 
Seven. po. | 

THERE is one Obſervation remains, 
that is concerning, the red Aces when we 
play in red; we muſt take Notice that they 
change their Place. | 


Ni B 3  Tavs 
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Tus when we play in Hearts, the 
Ace of Hearts takes lack of the King, and 
is the fourth Trump; as likewiſe does the 
Ace of Diamonds, when we play in Dia- 
monds, and are call'd Pontos. 

Bo it muſt be remembred, that tis only 
when they are Trumps that they a e calFd 
by this Name; at any other Time they are 
only in that Degree that we have placed 
them in the foregoing Table. | 

FoR the better underſtanding the Na- 

thre of the Trumps, look at the following 
Table, where they are placed in their Order. 
» 3, 333 3 ; | ! ; 


Black, Red. 
Spadille, or the Ace Spadille, or the Ace 
of Spades. | of Spades. 


Manille, the Duce. Aaxille, the Seven. 
Bafte, or the Ace of Ba ſte, tlie Ace ofClubs, 


Clubs. 1 TE mT Funt 0, the red Ace. 
„ King 
Seen 7 Dueen 
n Auave 
Five.” | Four | 
F. our Fi ve 


Three Six 


Ce 
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Tubus you may ſee by this Table that 
there are twelve Trumps in Red, and but 
eleven in Black. 


How the Trumpis made at Hombre. 
T HE Trump at the Game of Hombre 


is not made by turning up a Card as 
at ſome other Games. 

Bur after the Cards are dealt, every 
one examines his Game, and ſpeaks in his 
Turn. | 1 

Fo R Example, we will ſuppoſe that you 
are eldeſt Hand, and that you have for 
Game, Spadille, the Duce of Spades; that 
is Manille, Baſte, the Seven and the Three of 


Spades you will find upon Examination that 
you have three Matadores and two Trumps, 


which 1s a very good Game; we will ſup- 
poſe that the other two have no Game at 
all ; you are to ask if they play, that is 
under ſtood, if they play without taking in, 
which we ſhall explain hereafter ; they an- 
ſwer no; then you are to ſay, Spades are 
Trumps, and make your Diſcard accord- 
megly ; This is the Manny of making the 
Trump; what I ſay of the eldeſt Hand, 
is the ſame with the other two, when thoſe 


that are to ſpeak firſt, have ſaid Zaſs, 


Thus 
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 Fnvs the Trump is made by him who 
undertakes the Game, in whatſoever ſuit 
he finds his Game the Strongeſt. 


Bu T the Perſon that plays muit al- 


ways name the Trump, before he looks at 
the Cards he takes in; for if he ſnou'd hap- 
pen to turn them up, tho? he ſhou'd not ſee 


them before the Trump is nam'd; then ei- 


ther of the other two may name it. and he 
ſhall be oblig'd to play in that Suit, let it 
be what it will. | 

IF the Hombre ſhou'd name two Colours 
at the ſame Time, then the Perſon who fits 
at his Right-Hand ſhall chuſe which of thoſe 
two Colours he thinks fit, and the Hombre 
{ſhall be oblig'd to play in that Suit. 

IN this Caſe the Hombre ſhall have the 
Liberty of looking at his Diſcard ; and if he 
has put out any of that Suit which is nam'd 
for him, he may take them in again, pro- 


vided the Cards he took in are not joyn'd 


to the reſt of his Game: If ſo, he has not 
this Liberty. 

THe Perſon who undertakes the Game, 
is call d the Hombre. 1 


I T is neceſſary to be very exact in na- 


ng the Trump, for if, for Example, a 
Perſon that intends to play in Clubs, ſhou'd 


Mew three Cards that he puts out, a Heart, 

a Sp. de, ar d a Diamond, and ſay, you ma 

know my- T:ump by what I put out, _ 
WI 


©” % > * N 
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will not be good, and the others may name 
it, as if he had not ſpoke at all; for ſome- 
times in that Caſe, a Man may put out a 
Trump to deceive othe fs 
ALE theſe Formalities are grounded up- 
on Reaſon ; therefore miſtakes muſt fall to 
the Prejudice of him who makes them; be- 
cauſe it is ſometimes difficult to diſcern be- 
tween Miſtake and Deſign, and if theſe were 
permitted to be retracted, it wou'd give Oc- 
caſion to a great deal of unfair Play, there- 
fore all Equivocations are diſallow d. | 
As wiſe Lawgivers only conſider the Pub- 
lick Good, and tho' ſometimes the Inno- 
cent may ſuffer by the Severity of an AQ, 
yet the greateſt Evil muſt be conſider d 
and Pre weed. 
I after the Hombre has look'd at the 
Cards he takes in, he recollects that he did 
not name the Trump; if the other two 
ſhou'd forget to ſpeak before him, he may 
name it then without incurring any Pe- 
nalty. | 123 Ga QUILL I T1, 
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* 
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Of the Matadores and their Fri- 


IM vilege. 


is * * 


"PHE Word'Matadore in Spaniſh, figni- 
'T fies Murderer, they are ſo call'd be- 
cauſe they never give Quarter. THERE: 


THERE are but three Cards that are 
properly cal d Matadores, theſe are Spa- 
dille, Manille, Baſte, which are three princi- 
pal Tramps in whatever Suit we play. 

ITB E, Spadille is always the Ace of 
Spades. RE 
Tur Manille, as we obſerv'd is not fix'd, 
but changes according to the Colour we 
in, as in Red, tis the Seven, in Black, 
e\Duce. . O bun 
IRI Baſte is always the Ace of Clubs. 

THe Priviledge of a Matadore, is, that 
it is not oblig'd to pay Obedience to an in- 
feriour Trump, that is, that you are not ob- 
lig d to play it, tho' a Trump lead 4 one 
Example will make this plain. 

SUPPOSE I have in my Hand Baſte, 
without any other Trump, and the Lea- 
der ſhou'd play the King of Trumps, I am 
not-oblig'd to play my Baſte, but may put 
any other ordinary Card that is not a 
_—_— 6-0; 1. 11-11.5; | 

HERE the King is inferiour to Baſte, 
but if the Leader ſhou'd play Spadille, or 
Mauille, there Baſte muſt come down, if 
you have no other Trump; for every Card 
muſt pay Reſpect to its Betters. | 

Bu T you muſt obſerve that Spadille 
muſt be the Card firſt play'd. 

Fox Example, if I have Baſte unguard- 
ed in my Hand, and am to play latt , oo 
4 ; tne 


r 


play Baſte, 


7 ol of HOMBRE. 1 
the Leader flion' play the King, and the 


* 


becauſe 


ſecond Spadille, here I 55 not oblig'd to 


adille did not 
Lead. 158 ki 
ANCTHER Privilege of Matadores, is, 
that whoever has them ſhall be paid a Conn- 
ter for each, from the other two Game- 
ers. | 5 


Bor it is only the Hombre that can be 
paid for Matadores, nor is he to be paid for 
any Number leſs than three. 3 
FoRxME RL x, if the Hombre was baſted, 
and the Matadores were in another Hand, 
he was oblig'd to pay to that Perſon who 
had them, but this is out of uſe now. 

So if I looſe the Game with three Ma- 


"tadores in my Hand, I am to pay three 


Counters to each of my Antagoniſts. 


HiTHERTo we have only ſpoke of 
theſe three Matadores, Spadille, Manille, 


and Baſte; but it muſt be obſerv d, that thoſe 


Trumps that immediately fucceed theſe, 
when they happen to meet in the Hands of 


the Nombre, uſurp/the Name of Mat adores, 
and muſt be paid as ſuch. 


Po Example, if I have Spadille, Ma- 
mille, Baſte, Punto, King; Queen, and Knavey I 
have ſeven Matadoxes, 'and muſt receive 


ſeven a piece from my two Oppoſites; and 
if the Duce, and Three ſhou'd be joyn'd to 
theſe, they make nine, and I muſt be paid 
accordingly. THERE 
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TRE RE an be no Funto; when we 
play in either of the Suits; becauſe the 
Aeeafhich are the Puntos in Rea; in Black, 
are otherwiſe diftinguiſh'd. 

- Tav s wen the Hombre, wins his Game, 
he muſt be paid for his Matadores, whate- 
ver Number he has; if he looſes. he. muſt 
pay others; {til obſervins g that theſe Ma- 
tadores muſt be Sequents, otherwiſe. they 
are not to be paid at all. 8 


1 x 
* 
> , 4 1 


— 


— 


f the Manner of 22 18 70 
Janes : | | 
. 15 

HE R E is no o Neceſſity for marking 

up your Game at this Play, becauſe 

every Deal decides the Game; however 
Counters muſt be uſed inſtead of Money; to 

mark. the Stakes you play for. 

Y ov, muſt diſtribute to cvery Player” a 
certain Number of Fiſh and Counters, ſup- 
poſe nine Fiſh, and twenty Counters to 
Each. 

A F ISR is a Copnter made in the Shape 

of a Fith to diſtinguiſh it from the other 
Counters, and is enerally made to be wart 
ten Counters. G 7 
TRE next Ti ing. to be ſettled, 18 the 
| Price of your Counters, which muſt be ac- 
: cording 


ep B-Q 


| wx wie hg 5 $5. 8 od 


07 the Manner of Dealing at 


this Game; at all other 
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cording to the Sum you intend to play for, 
as a Crown, half a Crown, a Sulling, or 
Six-pence, Each. (LV 
THe Deal is ſettled thus, one Perſon 
taking the Pack, turns up a Card in the 
middle of the Table; and afterwards gives 


à Card apiece round, and whoever has the 


higheſt Card of that Suit which lies in the 
Middle, is the firſt Dealer. Another way 
1s, by 1 7 5 Cards round, and whoever 


has the firſt black Ace, Deals firſt. Te, 


2 an 


———— 


— 


Hombre. 


WV“ have explain'd to you the value 


| of a Fiſh ; now you are to lay 
down one apiece before the Deal begins. 


ArTER the Dealer has ſhuffled the 


Cards, he muſt lay them down to be Cut 
by the Perſon' on his Left-Hand, and then 
Deal by giving firſt to the Perſon on his 

Right-Hand. | 
Tris Way of n peculiar to 
mes you begin 


at the left. 


Tux Dealer is to give three, and three 


round till he has dealt nine apiece; Note, 
that if he ſhould by Miſtake or otherwiſe 
| 32.4% Us. C | give 
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.give the Cards in.any other Manner, he 
will be obliged to Deal again. 
Wau he has thus Dealt, there will 
be thirteen Cards left, which he 419 oy 
] 


down at his Right-Hand. If you ſhou'd a 


Paſs (which often happens) then every one 
is to lay down a ſingle Counter, and the 
next Perſon Deals. 323 

T E Counters laid down, for your Paſſes 
are not to be mix'd together, but every one 
Jays his own Juſt before himſelf ; the Rea- 
on of this is, that if there be any wanting, 
it may be decided without any Diſpute who 
has omitted laying doẽ on. 

SUPPosE the Perſon at the Dealers 


Right, that is, the Eldeſt Hand, has a good 


Game; he asks this Queſtion, Do you 8 
me leave, or do you play without taking 
in ? If they have bad Games, they anſwer 


- Paſs. | 


TH EN, he diſcards. two, three, or more 


| Cards according to the Strength of his Game, 
and taking up the remainder of the Pack, 


he ſerves himſelf with as many Cards from 
thence as he had laid out; then laying his 


Diſcard at his Left-Hand, where the Pack 
lay before, he places the remainder in the 
middle of the Table, ſtill remembring to 
name the Trump before he takes in. 


Tx x meaning of this Formality, is, that 
whenever the Cards lie at a Man's Left-Hand 
| 1 you 
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you know by that, that he is to play firſt, 


and to be the next Dealer. 

Ir in Dealing the Cards, there happens 
to be one fac'd, the Dealer is to go on with- 
out Interruption; unleſs it happens to be a 
black Ace, in which Caſe he is 5 oblig d to 
Deal again. 

Bv r if the Dealer ſhow a turn one of the 
Cards, then it is at the Choice of him it be- 
longs to, either to receive it or make him 
Deal again; unleſs it is a black Ace, then 
it is a Rule that the Cards muſt be Dealt 

ain. 

Ir there Beg pen to be a great many 
Cards fac d, they nunſt be Dealt again. 


Tx the Hombre pl plays Saus prendre, and 
there ha Pen to be a Card fe ds in the Stock, 
the Dea 90 for Nothing. 


Ir the Dealer ſhou d give ten Cards, ei- 
ther to himſelf or any other, he muſt Deal 
again, if they demand it. 

B F *tis otherwife in reſpe& of the o- 
ther two; for they may play, though they 
Have ten Cards Dealt hed provided the 
declare it before they take 1 inzin which Caſe 
they are oblig'd t vg out one Card more 
than they take in; for f they have tenCards 
after they havetaken in the auer baſted, and 
ſo they muſt be likewiſe, if they ſhou'd take 
in without declaring they have ten DIO, 
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As to thoſe who paſs with ten Cards! in 
a Hand, tis differently play'd; with ſome 
it 18a Baſte, with ſome it 1 not. | 

WHEN aMan at the ſight of his Cards 
ſees nothing good in his Hand, he is apt to 
examine no farther ; therefore I think it a 


Little ſevere to be baſted only for not. tel- 


ling ones Cards 
THE Spamards play it with fo much Se- 
verity, that if a Man ſhou'd ſay, I have 
ten Cards, I Paſs, he is baſted; but we 
play more like Chriſtians. 
THEREFORE the Cuſtom is now, and 


I think it is the moſt equitable way, that a 


Man is never baſted, unleſs he has ten Cards 
after he has taken in. 

Ir the Perſon that has ten Cards. Dealt 
him, has a mind to play Cans prendre, he 


muſt ſhuſfle his Cards, and one of the others 
Mall draw one of his Cards out at -Hazard, 


and lay it among thoſe which they Dir 


. 
. Tat Rules we. have laid down for ten 


5 Cards, are the ſame with eisht, becauſe Kh 


Reaſon is the ſame. _ 

HE that has but eight Cards, and wou'd 
play Sans prendre nat win with eight Cards 
enough for his Game: If he takes in with 


eight Cards, he may take in one Card more 


than he lays out. 
9 75 
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FAR Sans prendre. WS: 


; T ; 0 play Sans prendre, is to play with- 


out diſcarding z for which you muſt 


have a Game, by which you may propoſe 


to win five Tricks. 


Ix the Hombre wins his Game, when he 
plays Sans prendre, he is to receive three 
Counters à piece from each of the 
Others. 3 3 1 

Ix he loſes it, he muſt pay them three 
Counters apiece, for in all Things there muſt 


be an Equality between the Loſs and the 


Gain. 


1 - 
— 


OB8ERVE that the Sant prendre and 


the Matadores . muſt .beiasked for, before 
the Cards are cut for the next Deal; for 
after that no Demand can be made. 


Bu T tis otherwiſe concerning the Baſte, 


which may be demanded at any Time, 
wile you are playing the next Deal. 


TAE Meaning of this is, that the Baſte 


belongs to the | To and the others are 
paid immediately to t 1 


e Gameſters. 


I rx it he the Eldeſt Hand that plays Sans 
prendre, he only names his Trump, and the 

eft make their Diſcards as we have ſaid be- 
| F C 3 fore; 
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Fore. If he has an Infallible Game, as 
for Example, five Matadores; he may ſhew 
them upon the Table, and that is ſufficient 
without naming the Colour. | 

Ir the Eldeſt Hand, fhou'd ask the Que- 

Ttion, Do you give me Leave? And one of the 

others intending to play Sans prendre. An- 
ſwers no, you muſt do more; in this Caſe, he 
is not allow'd to. Diſcard; but ſtill has 
the Preference of Playing Sans prendre as 
being firſt. 

0 if the Eldeſt paſſes Sans prendre, 
* who anſwer d him is oblig d to play 
© 
I x one ſhowd name his Trum without 
Frſt having ask d Teave, he ſhall be oblig d 
to play Saus prendre, tho he did not in- 
tend it. 

Bur this Severity does not reach to the 

Youngeſt Hand; becauſe the other two 
Sond paſs, - before. it is his Turn to 

eak : 

1 r before the Eldeſt Hand has 11 oke, ei- 
ther of the other two ſhou'd Diſcard, and 
without asking Leave, name a Trump if 
| he has not ſeen his Cards; the Eldeſt __ 
may oblige him to play Sans prendre, or k cep 

Preference of playing fo himſelf, or 
UG ask Leave, as. he ſhall think fit: If 
he has ſeen the Cards be takes in, he may 
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3 8 oblige him to play, or have the Cards 
q Dealt over again, for the : Eldeſt Hand muſt 


. not loſe his Preference. 


. — 
J 1 - 
A # * 3 _ 183 4 


; * 


r the Manner of Diſ carte, 
THEN the Hombre wp Sans pren- 


dre, 1t 1s ver for the other 
two to Diſcard, he t at 1s firſt may take 

eight or nine, but thoſe that . underſtand 
the Game, take Care to Diſcard ſo, that the 
Game ſhou'd not be divided. 

' "THEREFoRE when the Hombre does 

not play Sans prendre, he that Diſcards next 
to him, ought not to go to the Bottom of 
the Cards unleſs he has a Matadore, or elſe 
ſome ſtrong Trumps with Kings. 

4 WEA I mean by going to the Bottom, 
is, that he ought to leave at leaſt five 
Cards to him that takes laſt, otherwiſe he | 
will ſpoil all, by dividing the Trumps, 
which is a ſure Way of giving the Game | 
to the Hombre. | 

THEN it lies upon the Diſcretion of 

| 


Þ 


him who Diſcards next to Hombre to judge 

- whether he has a Probability of winnin 
three or four Tricks, otherwiſe he non d 
leave five Cards to the laſt, as 1 have ſaid 
before. | | | 
n g 4 ' Tarxt- 
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THEREFORE I do not think a Mata- 
dore without any other Trumps, or Kings, 
a Pretence for taking ina great many Cards; 
when this happens, the five Cards ſhou'd be 
left to him who is to Diſcard laſt. 

Ir is to be conſidered, that the two. who 
play againſt the Hombre, are in the Condi- 
tion of Partners at whisk, and are to aſſiſt 
_ each other all they can. 178 
I SA1D before that he who goes to the 
Bottom of the Cards ſhou'd propoſe to win 
four Tricks; I don't mean by this that he 
ſhou'd have four, as ſure Tricks, as if he 
were Hombre, for that ſcarce ever happens; 
all that I mean, is, if he has a good appear- 
ance, for the third Perſon is to aſſiſt him in ma- 
king the Gano of his Kings, and forcing the 
j TT... _- 
Ix the Hombre does not play Sans pren- 
dre, he Diſcards firſt, the Perſon upon his 
Right- Second, and ſo the third; if he plays 
Sans prendre, the Diſcard is to begin at the 
J -- ©. 4: 
I I'n Difearding there is no regard had to 
the Eldeſt Hand, but after the Hombre, it goes 
3 (. 
TE Hombre ſhow'd be very attentiye 
in obſcrving how the others Diſ ard, and 
remember wich of them takes in moſt 
Cards, for he mav judge by that where the 
Strength of the Game agaiuſt him lies; in 


this 
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this Caſe, if he finds he is not Strong e- 
nough to win five Tricks; he muſt endea- 
vour to give two Tricks to him whom he 
judges the weakeſt of the two. 
IF after they have all taken in, there 


ſhou'd be a Card left, he who Diſcarded 
laſt, may ſee it if he pleaſes, in which 


Caſe all the reſt have the ſame 3 3 
er 


but if he does not, and either of the ot 
two ſhou'd look at it, that Perſon is Baſted. 
Ix one of the Gameſters ſhou'd take in 
a Card more than he lays out, he is not ba- 
ſted for this, if he has not look'd at his 
Cards, he is to return the laſt Card. | 
Ir they are mix d with the reft of his 
Cards, one of the other two ſhall draw a 
Card at Hazard out .of his Game, and put 


it. into the Stock; 5 
Ix he ſhou'd take one too few, it is mach 
the ſame thing; if the Stock is ſtill upon 
the Board, he may take a Card; if they are 
all taken in, he muſt draw one by Chance 


out of the Diſcard, © * + 
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of the Manner of Playing the 


Cards. 


*% 


HEN all have Diſcarded the Eldeſt 
Hand plays firſt, after that whoe- 
| ver 
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ver wins the laſt Trick, plays next, as it is 


practiſed at all other Games. 


AN p as I obſerved: that you Deal at 


this Game, contrary to all other Games; 


vou play ſo too, the Play always takes its 


Jour from the Right. 

Fir RSs r, If you have not a Card of that 
Suit which leads; you are not oblig'd to 
play a Trump, but you may do it for the 

Convenience of your Game, |, , 
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| The Laws of the Game. 


LX7 HEN, one of thoſe that defend the 
VV Stake demands Gan of his Com- 
rade, ke ought to give it him if he an. 
Ine Meaning of Gano is, let it paſs, 
o that he who Demands Gano may be ſup- 
poſed to have the beſt Game, and the other 
thou*d paſs the Trick to him. 
For Example, if the Hombre ſhou'd 
play a Spade, and one of thoſe that defend 
the Stake ſhon'd play the Queen, and ſay 
Gano, -or Gano del Re, his Comrade ought 
not to play the King; but in this Caſe he 
ought to have a ſmall Spade in his Hand, 
. otherwiſe he muſt play the King upon the 
Pain of being Baſted, I 


- 
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Ix after one has call'd Gano, his Com- 
rade ſeems to heſitate, or make a Difficulty 
of it; he may call to him three Times very 
earneſtly, y no mas Gano ji ſe puede; which 
1s, you mf let me have it if you can. 

I x muſt be obſerv'd that the Formality 
of the Game is ſuch, that no Terms muſt 
be made uſe of but theſe ; all Words that 
are equivalent are forbid ; but Gano muſt 
neyer be demanded, butto defend the Stake; 
for he that ſhou'd call it with a Deſign to 
win Codille, wou'd be anſwer'd in Spain, »0-ſe 
Leue pur Dion; which is, it is not loſt by, G--d. 


HEN one of thoſe that Defend the 
Stake, raps his Hand upon the 
Board in delivering his Card; it is to be 
underſtood as a Signal to his Comrade to 
1 #- high Trump to force out the Hom-. 
bre's Trumps. Note, that this js not held un- 
fair, for this Game allows it. : | 
. FoRMERLY, if a Man play'd out of 
his Turn, he was Bafted, but at preſent, it 

is not ſo, unleſs it is fo agreed. | 
Ir you ihou'd ſeparate one Card from 
the reſt of your Game, ſo that the Hombre 
ſou'd ſee it, he may, if he pleaſes, oblige 
you to play it; provided that in playing it, 
you do not make a Renounce. 
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As it is of great Conſ. quence in this 
Game to know the Number of Trumps, 
and how many are out: Every one has the 
Liberty of Examining his own Tricks, and 
thoſe of others; this is permitted on all 
- Tides, as often as any mall think fit, tho 
there be no Trump play'd. . 
Ir the Pack ſhou'd not be true; the 
Game goes for Nothing, if it be diſcover'd 
in playing the Cards; but if it be not 
found out till after the Game is play'd, it 
Hands Gol. 8 
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of the Baſte. 


H HE Baſie is made whenever he who 
undertakes the Game, that is to ſay 
the Hombre, does not win. 
To vin the Stake, the Hombre ought to 
make five Tricks. 1 
EXCEPT five Tricks are divided be- 
twixt his two Opponents, that is, when one 
wins three, and t'other two, in this Caſe 
four Tricks are ſufficient. _ * 
_ He is likewiſe baſted who plays with 
more or leſs than Nine Cards. „ 
A Max is baſted that makes a Re- 
noumce; but it is not a Renounce when one 
by Surprize has thrown down a wrong Card 
upon 
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ſes, and the others cannot hinder him. 
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upon the Table : Even when the Perſon 
who wins the Trick, has play d gain for a 
ſecond Trick, if he has not folded up the 
firſt, he who play'd wrong, may recover 
his Card, and play again; but after the 
Trick is folded up, it is too late, and he 
muſt ſubmit to the Baſte. 1 
WIEN one finds out that another has 
Renounced, and that it is a Prejudice to 
his Game, he may „ every one to take 
their Cards back, and play over again, be; 
ginning with that Trick where the Re- 
nounce began. | 
Bor if the Deal be finiſh'd, the Cards 
muſt not be play'd over again. A1. 
Ix one ſhou'd Renounce ſeveral Times in 
one Deal, he ſuffers a Baſte for every Re- 
nounce. h b | 
AL L the Baſtes that are made in one 
Deal, muſt lie together upon the Board, 
and be play d for the nent. 
Ir one ſhou'd be baſted for playing with 
ten Cards, and the Hombre for not winning 
his Number of Tricks, theſe are two Baſtes, 
which with the Stake upon the Board make 
three Stakes; and _ to be laid toge- 
ther, and play'd off the next Deal, unlefs 
they are ſeparated by Agreement. 


» He that makes many Baſtes in one Deal, 


may put them all to one Stake if he plea- 


HE 
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HE, that in taking his Cards from the 
Stock, ſhou d by letting a Card drop, or o- 
therwiſe ſnew one, is baſted. 

O Es ERV E, that all Baſtes that are made, 
of whatever Nature they are, muſt be of 
the ſame Value with that which the Hombre 
3s to take up, if he wins, whether it conſiſts 
of one, two, or more Fiſh.; Therefore thoſe 
Gameſters that play with Caution, take 
Care of ſuffering by over-ſights, and after 
they take in their Cards from the Stock,al- 
ways tell them, before they look at them, 
nnen 

ine. | 


» 
£ 
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OBSERVE alſo, that! the Tricks may 


be. variouſly divided, according to whic 
one either ſaves or makes a Baſte. N 
THERE are but two ways for the Hom- 
bre to win, which we have ſpoke of already; 
now we are enumerating how many ways 
he-may loſe, or-be baſted. 4 20 46 
 W'HEN the Players -win three Tricks 
apiece, the, Hombre is baſted, and this is 
what 1s call'd the Remiſe by three. 
Wu the, Hombre wins four Tricks, 
d one; of thoſe that defend four Tricks, 
the Hombre is likewiſe baſted, and this is 
alſo. call'd, Remiſe, Riſpeſte, or Re- 
puejre. F FEW t | 
THEREFORE he that defends the 
Stakes; aud has not Game by which he 
may 


„ 


mh AG oe I. 


os 


„ AS. AI OE. 6. Eo 


* 


w 


— 


play'd for. 
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may almoſt depend upon winning at. leaſt 
three Tricks, Mod avoid winning above 
one, but aſſiſt his Comrade in getting four 
Tricks, in Order to baſte the Hombre. 

"WHEN there are many Baſtes upon the 
Board, That which was laid down firſt, is 
to be taken up firſt, afterwards That which 
is of the higheſt Value. ob | | 

WHEN the Hombre makes but four 
Tricks, and one of the Defendants five, or 
when the Hombre makes but three Tricks, 
one of the others four, and the third two, 
the Hombre is baſted; and he who wins more 
Tricks than the Hombre, takes up the Stake: 
and this is what is catl'd winning the 

Codille, of which we mall treat by. it- 
RIF, 5 91 n | T 
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TA HE Codille is, when one of thoſe that 
g defend the Stake, wins more Tricks 
than the Hombre; in this Caſe the Hombre 
is not only bafted, but he who wins Codzlle, 
takes up that Stake winch the Hombre 


— 
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HE wo aſpires at Codille ſhou'd play 
ith Honour, and, as Jol ſerv'd before, ne- 
ver demand Gano; when he is ſure of win- 
D 2 ning 
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ning four Tricks: but as there is no Penal- 


ty in this Caſe, all the Defence we can 


have againſt ſuch People, is, to play with 
them no more. | | 


Ix the Hombreſhou'd demand Gano, tho' 


it were to hinder the Codille, he is baſted. 


Sou k, as ſoon as they have Diſcarded 


and ſeen the Cards they take in, if they 
find a very bad Game, will give it up and 


yield themſelves baſted, in Order to pre- 


vent the Codille; but this does not ſeem 
fair: and as it is no Part of the Game of 
Hombre, there is no Rule provided in this 
Caſe; however it is never done among 
thoſe who wow'd value themſelves upon 
their good Manners. Hats 

THEREFORE in Honour, I think there 
is but one way of diſappointing a Codille, 
and that is by Good Play. 1 

WHEN it happens that one of the 
Gameſters by his Play may either give the 
Hombre his Game, or give the other the 
Codille, he ſhou'd chuſe father to give the 
Codille, and let the Hombre be baſt.d , the 
Reaſon is, that when the Hombre wins, he 
robs the Board of a Stake, but in the other 
Caſe he lays one down, for that which the 
Codille takes up. 

IF he who aims at Codille, ſhou'd call 
Gano at his fourth Trick, when he is ſure of 
a fifth, he ought not to draw the Stake ; 
CT | 5 N an 
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and upon ſuch occaſions I have often ſeen 


when it has been left ; but as I faid before, 


there being no Law for it, it depends upon 
the Honour of the Gameſters. 


** 


2 


of the Manner of Marking at this 


Game. 


Have obſery'd before that a Fiſh is gene- 
rally valued at ten Counters, or ſome- 
times twelve, juſt as the Gameſters pleaſe , 
but this variety can never puzzle anyPerſon: 
there are likewiſe other Degrees of Coun- 
ters, ſome of which are valued at three 
Counters, ſome ſix. &c. Which are con- 
triv'd for the greater eaſe of paying at 
Play; but we ſhall only ſpeak of the Fiſh, 
and Counters here, for *tis but ſeldom that 
ay fort are uſed at this Game. 
HEN you begm to play, every one 
is to Stake a Fiſh, placing it juſt before 
him; theſe are three Stakes, which are to 
be play'd for at three Deals: as for Ex- 
ample, when the Hombre wins his Game, he 
takes up a Fiſh, if the Hombre wins a ſe- 
cond Game, he takes up another, then there 
remains one upon the Board; the Perfon 


who is Hombre the third time, tho? he wins 


bis Game, takes up nothing, but plays to 
D 35 inrich 
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inrich the Board, and has only the Advan- 
tage of obliging the other two, to lay 
gown a Fiſh each, without laying down 
imſelf ; fo that it may be ſaid he plays 
upon the Proſpe& of future Gain. 
Bux now we'll ſuppoſe it another way; 
as for Example, if he that is firſt Hombre, 
ſhou'd he baſted, then he is to lay down 
a Fith, which he is to place acroſs one of 
thoſe that lay upon the Board before, then 
it is call'd a double Stake, and will appear 
„ 


5 


| 80 if there ſhou'd be three ſucceſſive 


Baſtes, there will be as many double 
Stakes, and muſt be all croſs'd as that above. 
WHENEVER the Hombre Plays for a 
Fouble Stake, if he loſes his Game, he is 
aſted double. Os | 
WAREN ſeveral Baſtes happen in one 
Game, we have given Directions alrea- 
dy how they are to be diſpoſed of. 
Io Rull obſerve that the ſingle Stakes 
muſt be play d off before the double, in re- 
gard they were firſt laid down. "ys 
WHEN all have Examin'd their Cards, 
and nobody undertakes the Game, that 1s, 
when all paſs z every one muſt lay down a 
ſingle Counter, and this as often as all perk 
pi, ; | | I HEN 
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_ WHEN the Paſſes increaſe, and every 
one has a Number of Counters before him, 
as many of them muſt be put together as 
will make a Stake, either ten or twelve, ac- 
cording to the Value of a Fiſh; and this is 


to be done as often as the Paſſes increaſe to 


a Number {ſufficient for a Stake. 


1 


- Of the Vole. 


HEN one Perſon gains all the nine 
Tricks, it is call'd winning the Vole, 
THE Advantage of winning the Vole, is, 
that he who is ſo happy as to Hu it, ſweeps 
the Board, let there be never ſo many Stakes 
upon it. | 3 
Bu x ſuppoſe there is but one Stake up- 
on the Board, either double or ſingle; in 
this Caſe, be who wins the Vole, gains dou- 
ble what lies upon the Table. yn 
As for Example, if there be a Stake of 


two Fiſhes, and two Counters before each 


Player, which were laid down for the Paſſes, 
each of the other two ſhall pay him who 
wins the Vole, one Fiſh and three Counters, 
which makes the Stake upon the Board dou- 
ble: but, as I ſaid before, if there be more 
Stakes than one upon the Board, he who 
wins the Vole muſt be content with _ 
e 4 en With- 
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without receiving any. thing from the other 
two Gameſters. | 
 TF many Baſtes were made in one Deal, 
which by Conſent, or by him who made the 
laſt Paſte are put together, this 1s but one 
Stake, and he who wins the Vole, ſhall have 
it made up double to him by the other two, 
as was hinted before. 1 

II is very difficult to win the Pole, and 
therefore it ſhould never be undertaken 
but upon a very good Title; for he who 
once engages in it, is oblig'd to go forward. 

WHEN the Hombre has won his five 
Tricks, and plays.down one Card more, 
without ſaying any thing, he engages for 
the Vole, in this Caſe his two Adverſaries 
have the Liberty of ſhewing each other 
their Game, and conſulting how to defend 
It. 5 75 
Ix he who undertakes the Vole ſhould 
miſcarry, the other two ſhall divide be- 
tween them what lies upon the Board, but 
he ſhall pay them Nothing; on the contra- 
5 if he ph s Sans prendre, or has Mata- 

ores in his Hand, he 1s to be paid for them, 

tho' he takes up nothing. | 

WAT I've ſaid concerning the Advan- 
tage of winning the Pole, is not always fixt, 
for ſometimes it is a great deal more , but 
that depends upon the Humour of the Game- 
ſters, and according as they agree to it be- 
fore they begin to Play. 0 
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Of the Continuance of the Game. 


A S this Game requires a great deal of 
| Application, it. is neceſſary to ſet 
ſome Limits to the Continuance of the Play; 
therefore the Gameſters generally agree 
beforehand how many Tours or Stakes they 
will play, as ten, twenty, thirty, forty, 


more or leſs ; after which, if any of them 


be diſpoſed to leave off, he may throw up 
the Cards without Offence. 8 
EVER Stake Tor Play, you ſet aſide 
Counter to mark the Tours, and ſo on, till 
they amount to the Number you agreed to 
Play; but you muſt obſerve that a Codille is 
not to be mark'd as one. 3 
- AFTER you've Play d your Number of 
Tours, you may go on to the firſt Baſte, 
and this is often practic'd; but if any of the 
Gameſters mould refuſe this, you have no 
Reaſon to complain of him. er 


Ir one of the Gameſters, thro Peeviſhneſs, 


or for any other Cauſe, ſhould throw up 
the Cards, before the Tours agreed upon are 
Play'd out, he is oblig*d to pay not only 
his own  Loſings, but likewiſe what either 
of the others loſe, and the Cards. 1 
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THESE Rules are always practic'd a- 
mong Perſons of Honour; but when a Man 
finds himſelf engag'd with two Sharpers, it 
will be no wonder if he meets with other 
Uſage. e SF on 


* r 
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Of the different Games that may 
Ne 


N OTHING puzzles Beginners ſo 
much, as to know when they may 
venture to play, and when they ſhould 
paſs. To remove this Doubt as much as we 
can, I have mark'd down here all the ſmall 
Games which a Man may venture to Play. 
IT general Rule is, that to undertake 
the Game, a Man ſhould have three ſure 
Tricks ; for the moſt that can be expe&ed 
from taking in three or four Cards, is to 
win two Tricks more; and as I have before 
obſerv'd, for the Generality you muſt have 
IRE WEE EEE... ia 
. By T when a Man is perfect Maſter of 
the Game, and can by his Addreſs manage 
it ſo as to divide the Tricks between his 
Adverſaries, he may venture to play a Fold 
— = 3 
HERE is a Detail of the ſmalleſt Games 
that can be plaid: we'll begin with the black 
cdl > , "CDs 
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Colours, Clubs, and Spades; but T ſhould 
firſt obſerve to you, that with the three 
Matadores you are always to play in an 
Colour, therefore it is needleſs to mar 
them down as a Game. 


Games in Black which may be Play'd. 


. 1 | I. Mt 
Manilie, the Duce. | Spadille, the Ace of 
Baſte, the Ace of Spades, 
Clubs. Baſte, the Ace of 
King. Clubs. 
A ſmall Trump. .King, 
L A ſmallTrump, 
3 1 4 | 
Spadille, the Ace of Spadille, the Ace of 
Spades. Spades. 
Manille, the Duce, | Manille, the Duce 
9p King. 1. Trump. 
Aſmall Trump. | 2 A Trump. 
1 6 
© Spadille, the Ace of | Manille, the Duce. 
_ * ©» Spades. © | Bafſte, the Ace of 
- Baſte, the Ace of | Clubs. 
Qlubs. 75 Queen. 
Queen. q 1 Trump. 
Seven. 2A Trump. 


2 . Spadille 
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7 | 8 
| Spadille, the Ace of | Manille, the Duce 
|; Spades. : King. 
3 Kirg. Queen. 
| 5 Knave, 
| nave, Seven, 
| Seven. 
9 | 10 
Baſte, the Ace of | Manille, the Duce 
.” Chabs Baſte, the Ace of 
King. Clubs. 
4 Hueen. Seven. 
f . Knave. Six. 
1 Seven, 1 Five, 
| * | Four, 
| 11 © 
3 King. Spadille, the Ace of 
| | - nbry Spades. 
$f na be. N 21. , 
| Seven, Five. 
Six. | Four. 
Five. | Tbree, 


THERE are à Number of other Games ſ . 
upon the Cards, but it is impoſſible to enu- | * 
merate all;however by theſe you may judge 
what Games you may venture to go upon. 

TAkkE Notice that all the Cards I name 
muſt be of the ſame Colour, except the black 
Aces. © Ok- 


bel 


jame 
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OBSERVE. that a King is never to be 


t out tho* of a different Colour, and it is 
Id to be better than a ſmall Trump. 


Games which may'be Play'd in Red. 
1 2 
$padile, the ou of | Baſte, 'the Ace of 
| Spades, Clubs. 
Manille, the Seven. | Manille, the Seven. 
Punto, the Ace of | Punto, the Ace of 
Trumps in Red. Trumps. : 
1 Trump. , Trump. | 
1 | 
Spadille, the Ace of Spaditle, the Ace of 
SP - Spades. 
Baſte, the Ace of Maille, the Seven. 
Clubs. een 
Panto, the Ace of _ 
, Pr umps. 8 * 2 
1 Trump. ö 
ü 1 EO 
Spain, the Ace of t the Ace of 
Spades. Spades. 
Aan the Seven. | Baſfte, the A of 
K Clubs. 
. King. | "4 
* 14 32 F BY: 
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Baſe, 
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Baſte, the Ace of | Alanille, the Seven. 

„ Punto, the Ace of 

Punto, the Ace of Trumps. 
Trumps, Aing. 
r ö — | 
Queen. | nave, 


Knave. 


E 
Aanuille, the Seven. 
Baſte, the Ace of 

Clubs. 


King. 


hows. | 
1 Trump, 


# 2 by 4 
6143 * 4 
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Spadille, the Ace of 


Spades. 


Baſte, the Ace of 


Clubs. 
King, 


a Kg" EK 


. 


* 
— cet 


40.11 
Manille, the Seven. 
Baſte, the Ace of 


Clubs. 
Knave. 
Duce, 
Tbree. 
| Four. 
[Nor E, that the Di- 
reections we have 
given for playing 


in Black, are to be 
obſerv d when you 


Play in Red, but 
with this Differ- 
=> ” 


* 


Tua r as there are more Trumps in 
Red, than in Black, your Game ſhould be 
ſomething better when you Play in Red, 


becautetex$are more agaiuft you 
13S Woh OB- 
8 8 4 


| Fa ; Is 47 — N : * | : 9231 1 
; . ; 1 ä ” 214 1 F & dA © 
Of HOMBRE. 39 


OBSERVE that the Games we have 
mark'd here, are the ſmalleſt that can be 
play'd upon the Cards; there are an Infi- 
nite Number of good Games, which we 
think needlefs to reckon up, becauſe we 
ſuppoſe no body will hefitate at. a good 
Hand. 1 

Yov muſt obſerve likewiſe that you 
muſt have a better Game when you are to 


Play ſecond, than if you were to lead, or 
play laſt; for when you are thus hemm'd 


in, you'll find it very hard to diſingage 
yourſelf, unleſs. yon have a good Game. 
This Difadvantage you'll ſoon find out by a 
little Play, 8 

PH wv s. we have drawn you up a Set of 
Games that may be Play'd with diſcarding: 
Now we ſhall ſhew another Set that may 
be Play'd Sans prendre, f 


on Þ® | 
Games in Black that may be Play*'d - 


Sans prendre, 


88 2 
Spadille, the Ace of | Spadille, the Ace of 
Spades. Spades. 
Manille, the Dnce. | Manille, the Duce. 


Baſte, the Ace of 2 . 
Clubs. nave, | 
King. | Two Kings. 

1 Trump. 2 Renounce. 


a Renounce. | 
K 2 Spadille, 
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3 


Spadille, the Ace of 


Spades. 


Manille, the Duce. 


Baſte, the Ace of 
| Clubs. 
King.” 
Two Kings. | 


5 
Baſte, the Ace of 
Clubs. 
Manille, the Duce. 
1 
nave, 
Two Trumps, 
ig. 


Cluhs. 
King. 


| 


of 


| Mamille, 


| 7 1 f 
Baſte, the Ace of 


4 
Spadille, the Ace of 
Spades. 
Manille, the Duce. 
Baſte, the Ace of 
Clubs. 
Three Trumps. 
a Renounce. 


6 n+; 
the Duce. 
| Baſte, the Ace of 
r 
King. 
Three Trumps. 
A Renaunce, 


lille, 


neueng. 


9 
Spadille, the Ace of 


41 
10 


Manille, the Duce. 

King. | 

| ae. : 
Anave. 


S even. 
Four. 


= B a 
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Games in Red which may be Tour's 
FT N Nene, 


Saline the Ace of 


Spades. 
Mamille, the Duce. 
Ba ſte, the Ace of 

Clubs. 

3 Trumps. | 
A King. 


* 
Spadille, the Ace ar 
Spades. 


__ Manille, the Seven. 


Punto, the Ace of 
Trumps. 


| 


3 


i 


| 


* 
11 


U: — | 2 4387s © 
Spadille, theAce of 
Spades. 
Manille, the Duce. 
Ba fe, the Ace of 
ubs. 
King. 
1 7 
A King. 


Maville, the Seven. 
Ba ſte, the Ace of 
n 
neen. 
nave..' 
2 Trumps. 
A King. 


3 Bale, 


I . 2k EE CD ___ 
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5 | 6 | 
Baſe, the dec ef | Punto, the Ace, of 
„ TR. iamonds. 
Punto, the Ace of King. 
- Trumps. | 2 
3 Trumps. ; Knave. 
_- Duce. 
A Queen Guarded, Three. 
| A Ai ng. 
Manmille, the Seven. Spadille, the Ace of 
Baſte, the Ace of Spades. 
Clubs. Punto, the Ace of 
Funto, the Ace of Diamonds. 
Trumps. „ 7. I 
3 Trumps. 2 Queen. 
A King. 2 Trumps. 
A Renounce. A King. 
— 1 Queen Guarded. 


AGoop Player will venture to Play 
upon a weaker Game when he is to lead or 
play laſt, than when he is ſecond, as I ob- 
ſerv'd before, of Diſcarding. 

NOW I have laid down all the Rules of 


the Game of Hombre; but notwithſtanding 
all my Directions, yet, let a Perſon play 


with ever {o much Judgment and Caution, 
be will ofjeg find hunks Dilapponized 2 


— — 


9 ” 


2 
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his Game, for Fortune will have a Hand in 
ſmall Things as well as Great, fo that 3t js 
not to be expected that the beft Gameſtei 


ſhall always win; yon may loſe upon a 


very good Game, when all the Trumps 


that are againſt you, fall into one Hand 


on the contrary, when they happen to be 
divided, you may win a very ſmall Game. 


I once ſaw a very good Player that loſt a 


Game with four Matadores and three Kinga; 
you muſt Imagine the Cards muſt be very 


{ſtrangely diſpos'd. ; for it happend that the 
eight Trumps: which were againft him (I 


ſay eight, for be play d in Red) were all in 
— Hand 1 * Ria ro being all 
trumpt he won but four Tricks. 

I Ty1n x I've ſaid all that can be faid 
upon the Subject of Humbre; T'ye laid down 
all the eſſential Parts of the Game, ſo that 


any Perſon may teach himſelf to Play, that 


will take the Pains to peruſe this Book. But 
as there are frequent Diſputes arife 
at Hombre, and People are ſeldom ſatisfied 
with the Judgment of the Standers by; 
I have placed at the end of this Treatiſe a 
Table of all the Rules and Articles of the 
Game; which will decide all Diſputes ve- 
ry impartially. Pr” 

Now we are only to ſpeak of the dif- 
ferent Sorts of Hombre. | 


of 
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Of force Spadille, or Eſpadille 3 


Force. 


may be diverting enough where Peo- 
ple Play for Nothing, becauſe Baſfes hap- 
pen almoſt tary, and the Codille is 


often won when tis leaſt expected; but 


where People play for Money tis quite 


different; for Hombre, which is a Game of 


Art and Judgment, when it is thus play'd, 
degenerates into a Game of Chance, an 
Conduct can be of no uſe to a good Player, 
who finds Spadille in his Hand very ill at- 
tended, | | 

Ir is Play'd like the Game at Hombre 
we have deſcrib'd; every one Speaks in his 
Turn, and if all paſs, then he who has Spa- 
dille in his Hand is oblig'd to play, let his 
Game be never ſo bad; therefore when the 
others have paſt,he has nothing to do but to 
name his Trump, and to diſcard. Sen 

B u T he who has Spadille may paſs, to ſee 
if either of the other two will take him out 
of his Pain, and Play; if they do not, he muſt, 
as is ſaid before. „ | 

WHEN all paſs, and nobody owns Spa- 
dille, the Cards that are left muſt be exa- 
min'd, and if it be not in the Stock, 2 


HIS Manner of Playing at Hombre, 


bond op 
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be in ſome Hand; in this Caſe, he who has 
it, and did not own it, incurs a Baſte, and the 
Deal is not to be Play d, becauſe the Cards 


were ſeen. 8 


THr1s is all that can be ſaid of this ſort 
of Hombre, which is ſeldom play'd for Mo- 
ney, becauſe indeed it ſpoils the Game. 


o *— 
* 


*» 


Of GASCARILLE». 


Tx is a new Way of playing at Home 
bre, and is ſeldom practiced but 
where People play for Trifles. The Method 
of it is thus; When all have paſs'd, one 
Perſon declares to play Gaſcarille, then 
that Perſdn lays out eight Cards, and after 
having taken in and examin'd his Game, he 
names the . of that Suit in which he 
is the Strongeſt. | ® 7 

SoMETIME 8 he who plays Gaſcarille 
lays out all Nine; and obſerve that he is o- 
blig'd to lay out at 1 aft Eight. 

Ir he wins his Game, he is to receive 
three apiece for Ga ſcarille; if he loſes it, he 
pays them three apiece, _ 

H x pays, or receives, for Matadores, as at 
the other Game of Hombre. 


Of 
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Of the WHIM. 


TE s another odd Way of playin 


at Hombre, and ſeems to be invente 
for Variety Sake; it is thus. 


WEN all have paſs'd, one declares to 


play the V him , that Perſon is to turn up 
the Top-Card of the Stock, and whatever 
Suit that happens to be of, is his Trump, and 


he is oblig d to abide by it. 


* 


TRHEN he diſcards, and takes in what 


Number he pleaſes, and the Card turn'd up 


muſt be one of them. 
TRE Perſon who plays thus, if he wins 


his Game, receives Nothing for pla ing the 


F him, nor pays any thang if he loſes it. 


FH E pays, or receives, for Aatadores, as at 


the other Game of Hombre. 


——_— 


| of Hombre Play'd by Two. 


LTO RE may be play'd ſometimes 
only by Two; but it is a Way of Play 


2 — 


that has very little in it to divert: Never- 


theleſs it is ſometimes pl ay'd for want of a 
third Perſon, and when People don't know 


'how 


— 4 
— eons 


how-to diſpoſe of bas tg It may be of 


ſome Uſe to teach Beginners how to Diſcard 


and play the Cards. 

'ITisplayd exactly. in the ſame Man- 
ner with the other Hombre. a 

F IIS, you muſt take an entire Suit 
out of the Pack, either Diamonds or Hearts, 
it is indifferent which, then there will re- 
main thirty. 

Vo v are to deal eight Cards apiece, be- 
ginning with three and three, and laſt of 
all with two apiece; when this is done there 
will remain twelve in the Stock, out of 
which the Hombre is to take as man as he 
pleaſes, the other may take the Reſt. 

Was N the Trump is named, you are paid 
for Matadores, and lay down for your Paſſes 
here, as you do at Hombre with three, and 
in every Reſpect it is juſt the ſame. 

TA E Hombre is to vin five Tricks to 
corel the Stake, when the Tricks are divi- 

ed by four apiece it is a Remiſe , if he who 
defends, wins five Tricks, he \ wins Codille, 


* 


— 


of *Hombre Play 5 Fr V x | 


. OMR RE Paß a by! Five is I en- 
tertaining when *tis Py as it 
mou d be; it is diffrent from Hombre s by 


; three 
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three in many Things, and ſome think it 
more entertaining, becauſe it does not re- 
quire ſo much Attention; the Manner of 
playing it, is as follows. 
FIRST you are to ſettle the Deal, in 
the ſame Manner as at Hombre by three, 
then every one Stakes down a Fiſh , the 
Dealer 1s to give eight Cards apiece, dealing 
them firſt by three, and three, and then by 
two apeice; by this you will find there can be 
no Diſcard, becauſe the Cards are dealt out. 
We the Cards are dealt, every one 
ſpeaks in his Turn, the eldeſt Hand firſt, and 
| Trey ask Leave at this Game, in the 
fame manner as at Hombre by three, and 
tho' there are no Cards left to take in, the 
Term Saus prendre is uſed, which we ſhall 
r 
Ix the four firſt paſs, the youngeſt Hand 
is oblig'd to play let his Game be never ſo 
_ N WS f ED 
TA E Hombre is oblig'd to win five Tricks, 
otherwiſe he is baſted. CO bran e 
TH vs when the Cards are dealt, and one 
upon Examination finds he has a good 
ame, he asks Leave, the reſt paſs, then 
he names the Trump, and calls in a King to 
his Affiſtance; the Perſon who has the ng 
in his Hand which he calls upon, is to aſſiſt 


him like a Partner! 


Ir 


— - 
— — — 
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Ir betwixt them both they can make up 


n five Tricks, the Hombre wins; then He" 
takes two Fiſh, and the Auxiliary King 


takes one, 


Ir the 3 of Fiſh to be taken up | 
ſhou d be even, they are to be equally di- 


vided betwixt them 
Ir they win but four Tricks. it is a Re- 


wiſe, then the Hombre is to: lay down two, 
and the Auxiliary Ving one. 


Ir they win but three Tricks they loſe 


Codille. in which Caſe the three Defendante 
are to take up a Fiſh each. 


OBSERVE, that the y youngeſt Hand 
wao: (as I ſaid. befbre) is oblig'd to Play 
when the Reſt have paſt, may call in a 
King to his Aſſiſtance. 

HE who has a Game ſtrong enough to 


play Sans prendre, may name his Trump af- 

ter they who are elder in Play have ſpoke: 

To play {Fans prendre is to play fingle, 
without cal ling in a King to your Alliſc- — 


ance 
HE who plays Sans 3 muſt alone 
win five Tricks or be Baſted; and obſerve, 


that the other four are all to join againſt 
him, 


Ir he who plays Sans prendre wins, he is 


to receive three Counters from each of the 


others, for playing Sans prexily, if he loſes 
he pays them as much, 


7050 F : Ie 
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Begin to play, every one is to lay down a 
and leave three for the laſt Stake. 


King, was to draw two Fiſh, and the King 


Ir he has three Matadores, he is to receive 


three apiece from each of the other Game- 
ſters, but if he ſhould have five, fix, or ſe- 


—_— LE, 3 
- OBSERVE, that the Hombre is Ba ſted 
when he does not get his five Tricks, tho 


ven, he is to be paid for no more than 


the reſt of the Tricks ſtiou d be fo divided 
that none of his Oppoſites ſhou'd win more 
than two; and it is the ſame when the 


n 


Hombre plays with the Aſſi ſtance of a 
WEN the Hombre wins the Vole, he 


takes all that lies upon the Table, let there 
be ever ſo many Baſtes, and he is to re- 
ceive a Fiſh from each of the others for the 


Vole. ae #5001 nin 
I T has been ſaid before, that when you 


Fiſh, w'21ch in all make five Fiſhes, he who 
is Hombre the firſt Time is to draw but two, 


AN D when I ſaid before, that the Hom- 
bre who plays with the Aſſiſtance of a 


one,” it was ſuppoſing they play'd for the 
laſt Stake ; if 85 rſt, ey To to draw 
but one apiece. ' | 8. 
OBSERVE, that when the Defen- 
dants win Codille, and there are four or five 
Fiſh to be taken up, they mult firſt take 
| 0 One 


«„ to Az _ - __. 


— RR 


one apiece, then he of the Three who had 
the ſtrongeſt Trump takes up another. If 
after this there ſhou'd remain another, He 
of the other Two Wo has the beſt Trump 
ſhall take itt. r 
. AND becauſe this Game is Frye wick 
and a great Deal of Money may be loſt , * 
in Companies that are not- diſpoſed to play 


for much Money, they lay aſide their Filh, 


and only uſe their Counters, and lay down 
two or. three Counters for a Stake jaſt as 
they agree. i | 

WHEN the Hombre with his Auxiliary 
King is Baſted the firſt Time, and the De- 
fendants win Codille, they are to draw one 
apiece, yet- the Hombre with his Partner 
ſhall be Bafted but in two, that is one a 
piece, which ſhall be added to the Two that 
__ and be play'd for at once, the next 

eal. : "8 

W x EN the Hombre who plays with the 
Aſſiſtance of a King wins the Vole, the De- 
fendants ſhall pay him a Fiſh apiece, if 
they play with Fiſh, if not ten Counters, 
unleſs they otherwiſe agree: and in the Caſe 
of a: Vole, if the Number of Stakes to be 
drawn is unequal, the Auxiliary King 
ſhall have the Benefit of the odd one; but 
in all Caſes * that of a Vole, the od 1 
one goes to the Hombre, 1 1: 


os T7 


Tar 


1 —_ 4 
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— * — 
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any Hazard at this Game, for he that fails, 


Innted before. 
they are three, nor then if they are not 


only to be paid for them, and the King his 


on EET i BE TE IIS w Dd rn — — - - 
* 


receive no part of the Profit. 
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ITI E Vole may be undertaken without 


incurs no Penalty. | 1 ; 1 

THe Hombre is always Baſted as much 
as he ſhou'd take up, if he were to win, 
except in the Caſe of the Codille, which we 


MATADORES are not Paid unleſs 
in one Hand; if the Hombre has them he is 


Allie receives Nothing. | 
O the Contrary, if the King has them, 
he is only to be paid, and the Hombre is to 


AN p by the fame Rule he who has the 
Matadores, when they loſe the Game, pays 
the Defendant, and his Partner is to bear no 
thare in that Loſs, EE 

T uE moſt entertaining part of this 
Game 3s, when the King who 1s call'd for 
Aſliſtance, does not diſcover himſelf; this 
ſo puzzles theHombre;that frequently he Fa- 
vours another for his own —_— his Miſtake 
fometimes is not diſcovered till the End of 
the Deal, which proves a great Diverſion 
where People are not much concern'd for 
the Stakes they play for. ” 34] 

HE that has the King call'd upon, when 
ever he is to lead, ſhou'd play Trumps, and 
the Reaſon is, that the Trumps being _ 

e 


f 
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ded into five Hands, they can have but few 
4 piece, and he is. to pre ſume that the Hom- 
bre has the moſt: this is held the beſt way of 
favouring the Hombre, who when his Ad- 
Kal Trum _= are all out, may make Ns 
„or ſmall Trumps. x 
E that Renoviices, þ is Baſted. 

Ir the Cards are Dealt wrong, they muſt 
be dealt over again, but it is no Pe- 
nalty. 

FR fs is all that concerns the Game of 
Hombre by five; if any Difficnlty or Diſpute 
ſhon'd arife, you are to obferve the 125 
Rules that are obfery” d at Hombre der 
tre. 

AN D you muſt raks Notice that the 
Rules of Hombre are the fame whether it 
be Hombre by five or by two, or W greys 
Force, only with theſe Differticen that we 
have explain d, fo that the following 
Table will ſerve for all 

ICA onby ſay that by theſe Directi- 
ans any — 4 to play, but 1 
cannot Promiſe them that they ſhall play 
well, for that muſt e aj Genius and 
Experience. 
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TABLE of the: TERMS 


Re; to the Game of Hom BRE. 


1. Togo to the Botton. 


HA is when he who takes in 
we next to the Hombre, takes fo ma- 

ny Cards, that he does not leave 

CAN > five to him who is to take in 

8 : * ft. 12 

Oy 2. The Baſto. | 
Is the Ace of Clubs, which is always the 

th ird Trump, in whatſoever Sur, you . 


lay. 

. 3 The Codille.,. LE nag 
Is, when one of thoſe that Defend te 

gap againſt the Hambre wins the 
t 


& 21:35 To Name the: Trump. 72 | 
1 8, when the Hombre ſays I play in 


Hearts, Diamonds, Spades or Clubs. 


5. The Di ſcard. 


MO E the Cards laid out, which 4 
s to be lac d at the Right- Hand of 
de Realer. 5e. Spa- 
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6. Spadille or Eſpadille. 
Is, the Ace of Spades which is always the 
firſt Trump, in whatever Suit we play. 
7. Eſpadille force, or forced Eſpadille. 
Is, when it 1s agreed before you begin, 
that he who has Spadille, ihall be oblig'd 
to play, if the reſt will not. 
8. To. force the Hombre. 
Is, when he that plays before the Hom- 


bre, plays a high Trump, in. order to force 


the Hombre to put a higher to win it. 


| 9. The Gana * 
Is, as much as to ſay paſs it, or leave 
it to me. : | 

10. Hombre. 


Is, not only the Name of the Game, 


and plays; for the Stake is call'd- the 


Hombre. | | 
| 11. Mamlle: | . 
IIG, either the Duce in Black, or the Se- 
ven in Red, and is always the Second 

Trump. | 
9 12. Matadores. 
TRE three principal Trumps are fo 


| ah which are Spadille, Manille, Ba- 
Gs * _ | 


13. Mata- 


oo ———˖• C. — „* 


— 


— — > 
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13. Matadores Single. 


Is when they are to be paid Single; for 
Example, when * are to be paid but one 
Counter for each. 


14. Matadores Double. 


T's; when you agree to two apiece 
for Matadores.. G 221 x 


I5. Falſe Matadores. 


Two Matadores without the third, are 
fo called, but are never pan 


1 Punto. 


TI's the Ace of Hearts, when Hearts-are 


Trumps, and the Ace of Diamonds, when 
Diamonds are 'Trumps, 


17. Sans prendes. 
15. to play without Dißcarding, or "—_ 
any in. 


3 18. Sans prendre single. 
Is, when you are to receive but three 
Counters, for playing Sans prendre. 
19. Sans prendre Double. 
s, when you agree t to pay Six for * 
ing Sans prongre. - 
| 20. Remi ſe. 


Is, when the Hombre i is Baſted, and No 
body ins Codille. 21. Re- 


— 


Ir 


16 


ce 


re 


* ® 


Of HOMBRE. * 


21. Remi ſe by three, 


Ts, when the Hombre is Baſted by your 
winning three Tricks apiece. 


- 49. I Renonnce, 


I 6 when you don't follow Suit, and have 
ſome of that Suit in your Hand, 


23. To make Renounces. 


Is, when in Diſcarding, you lay out an 
entire Suit, to be able to Trump a 


24. Repmeſta, Repoſte. 
Ts the lame Thing as Remiſe. 


25. The Stock. 


An E the Cards that are left, which 
you take i in after, and Diſcard others. 


26. "The Narr: 


Ar the Number of Deals you agree to 
but remember that a'Paſs, or a ( 
boy is not rekon d for a Tour. 1 


THE 


the Right-Hand of the Hombre. 
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LAWS relating to the Game 


* 4 
of HOM BRE. 
* 
4 — 0 . 2 * * * 


”- 
- 


& Ma: * 431 ; 
F the Hombre forgets to Name 
= his Trump, and has look'd 
at the Cards he took in, one 
of the others may Name it 


Ir the two Defendants ſhou'd ſpeak both 


together, and one Name one, and the other 


another Suit; you muſt play in that Suit 
which was Named by him. who fits upon 


_ „ 
Wren the Hombre forgets. to Name 
his Trump, or Names one Suit for another 


by Miſtake, he may take in his Diſcard 


gain, provided the Cards he took in from 


A 
the Stock, are not mix d with the Reſt of 
ä IV. 


! ming his Tiny. 50 "uv 


upon a ſmall Trump, an 


1 rr 1 en i rn er ene = Ae Rn IUARY 


of non B RE. 59 
x IV. 
Tuc' the Hombre has ſeen-his Cards, if 


DE prevents the others, and Names ATI 


before them, * 577 10-555 518 


I 
Tur Hompre e n Na · 


PR — — 
— 


. | 
Yo v are not oblig'd to plays Matadore 

may Renounce 
if you have not an Inferiour Trump. 


NH. 


- 4514 i Superiour Matadare forces an infe- 


riour, if yon have no e Trump to play 
to it. 
You cannot Reuonnce with any Trumps 


in your Hand except the three Mata- 
dores. 1 * "| % 


A Superiour Matadore does not force an 
1 unleſs it _ 
X. 2 Rn 5 11 i 
M4710 fl s are rot to be paid, 


unleſs they are in the Hands of” the 
Hombre. XI, 
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Fou cannot Demand to be paid for 
\Mittadbres; or Sane prondre, after the Cards 
are Cut for the next' Deal. 


XII. 
nE i is no Time preſcridd fn 11 Ba- 


9 and it may be taken while the next 
Deal is — | 


FF 
L 


1. tr ; = TK WO 


= HE | Carts io be nn no vn, but 
* three, and three. 


XIV. 


Ir one ef che black Aces be turn ad up 
In in Dealing: there muſt be a new Deal. 


— 
43 6! 


_ SY 
Ir the Card gern he any wing but a black 
e the Deal is grad. ET ns, 
£ XVI. A $23\6Hh 
WHETHER theDealer or _— turns 
the S it is te _ A 


TS | 


r a great man _ are nd up in 


Dal, een r 2 APs, 77 
unk. 


* 


; . : — 9 * | \ 
f Heu- E. 6? 


un AN 
nder that has ten Cards dealt to him An- 


not pa n 

H 2 that has but eh Caris * to 

mne dunot 8 ; 
He 1 ws cigh Nee or ten cards Pn to 

him may play, if "4 4K Noone. e that he has 

cer 4 or too few. | 1 
a ol 155 XII. 


H E that palles with ten * in - kiſs 


Hand, is not Baſted ; unleſs he has fo many 


after fie has taken i In WH" another plays | 
ne CI 1 . * N 


XIII. A 
He that has ten Cards ma 
e-if he did not deal; bot 


TS i 


* 


ay play Sans 
one of the 


others is: to draw a- Card out of his Hand at 


_ 


Hr that Has * 
Sant prevdre with his 
Notice. . 


BY Cards may play 
OY if be gives 


Ir 


„ 


prendre, let his Game be ever ſo bad. 


62 Ihe Court-Gameſter. 


I x one of the Players turns up a Card 
of the Stock, and looks at it, he cannot play, 


but the others may. 
| XXV. 


Ir he, that has a ſure Game, and plays 


Sans prendre, ſnews his Game without naming 
his Trump, he may take up the Stake. 
- VI HL BS hk 


HE who names his Trump, without firſt 
having ask*d Leave, is oblig d to play Sans 


I * 


Ix the youngeſt Hand names his Trump 
without n he is not oblig d to 
play Sans prendre, if the others have paſs d. 


gan, f  XXVIIL.- 84 449954 $8 
Ir any Cards remain after all have taken 
in, he who left them may ſee them, and 
if he does, the other max. 1 4 
Ix any of the others ſhou'd' look at the 
Cards left, when he who left them did not, 

he jo Bafted, oP 2 One 97, 1 
- He 


— 
— 


i % 
of i *% a, 3 : 2 
— 3*4 be, | : % * 4 N ; , 
os. "RW M BRE. 6 
= Ss 2 5 A . ;, W- : A. 0 d 3 
I 
=y * * od . 


XXX. 
_ HE, that in taking in his Cards ſhou'd 
take more than he laid out, is not Baſted, 
if he has not look'd on them, but he is o- 


blig'd to put them back. 
XXXI. 


as 1 F he has mixt them with the reſt of his 


Cards; without ſeeing them, one of the o- 
thers ſhall draw out ofhis Cards at Hazard, 
as many as he . aboyShis Due. 


11s], 26 
XXXII. 


HE who takes leſs than his Number, may 
take the reſt at any Time while the Stock 
is upon the Table; but if they are all taken 
in, he muſt draw HT As ** wants from 4 
ME the, Bi | 


4 XXIII. 


He 82 has none of the Suit that leads, 
is not 1 d to 921 a Ner- | 


"H e that plays out os his Turn, is not 
Hy but tis reckon” d bad Play. 


XXV. 

tn the Wade ſes a Card in either of 

the other's Hands, he cannot oblige him to 
211 G 2 play 


Fc. 
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play it; no Card is play'd, till *tis upon 

Fae Board, ta 24 | 
* ela 7 pid nen 18007 AH 

yer 17 Unt l y, | 

1 ERY one — the” e of cxntns- 
ning * s Trick, ta ſee what: is out. 


XXXVII. 


Ir the Pack be falſe, and it is found out 
in o playing, the Deal goes for —— 18 


4% es | 

Aae the pack be falſe, if the Deal be 
py s d out, It is ere | Fe: 

rn BICIT bs: 

"+" XIIIX. 8 oP 91; sl 

He that reyounces OR u et 

3 29 A 4659 rin 9 TIL 

Warr any one has renin, 
one is to take back his own Cards, and it 


is to be play'd over again, provided * 


* 7 ir 
FT, RT A 


41 


Cards are not * 18. out. 6799.0 IFu"2 


LL 


SEVERAL 2% en one Deal may 
be play d off the next.” Art ne, wills x 7 


| XIII. | 
Wu nx there are ſtveral Baſtes upon the 


Board, the higheſt Baſts * F off ird, 


after the — Stake. 
35 He 


don 


e nounan. 65 


— 


5 oy n 5 
He that can win four Tricks without 


| calling Dare; ouglit not to call i It 


7 


aer ng XLIV. do 
TRE Hombre is never to „et Gano. 
XLV. 5 


Tur Hombre ought not to give up, with- 


out Wal the Re let his Game be 
ever ſo 1 | 


XLVI. 
'W n t the Players mark differently ei- 
ther for their Stakes, or Paſſes, all are o- 
blig d to mark equal with the higheſt; and 


r W n _ be accordingly. - 


79 


Nee 
H E that gains a Vole wins twice as much 


as lies upon the Board, af there be but one 


Baſt e. 


XLVnI. 


Ir there are many Baſtes upon the Board, 
he takes all, and is to be paid no more. 


| 5 17 XIIX. 1 

5 101 are a great e Baſtes: which 

by Conſent, or becauſe they were made in 
: G 3 one 
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play it; no Card is play'd, till *tis upon 
the Board. TI LIE. 5 


Eu ERY one 7 we Liberty — 
ning * s Trick, ta ice hat is out. 


XXXVII. 


Ir the Pack be falſe, and it is found out 
in i playing, the Deal goes: Tr nothing. IR 
9 | XVIII. FG. 5 i 
TAO the pack be falſe, if the Deal be 
my d out, it is ene | 
es Winne ICI? bo! 
XXXIX. 8 FT 3 1 of ' a8) 
Hu E that enen en 1 my 2f 
. ** 48 „tutte 9 Fill 
w HEN any one has denen U, They 
one is to take back his on Cards, and it 


is to be play'd over again, provided che 
Cards are not tn d out. IIS 


XII. 


SEVERAL aten one Deal 1.67 
be played off the net. le x H 


| XIII. 
WEN there are ſeveral Baſtes u 27 the 


Board, the higheſt Baſts is pla rt. 
after the — ee a 1 TX rt aL . 


. * 
mrs 14 
2 „ * 


on "9592 ak LEP IS 
$i A DT) XIII. 5 
He that can win. four Tricks without 


Let -- calling Cano, ought not to call it. 
ni Fenner, . 


0 ore XIIV. : 
1 H E Hombre i is never to call is, 


out N i te XLV. | 

RB T ne: Hombre ought not to give up, with- 
.out.playing the 8 let his Game be 
ever ſo ad. -* +444 


\ 


I 

ö Wu r V the Players mark differently e ei- 
a8 ther for their Stakes, or Paſſes, all are o- 
u et blig d to mark equal with the higheſt ; and 
i at e 0 be accordingly. 5 


N 

the 1 E that gains a Vole wins twice as much 
4% as lies upon the Board, if there be but o one 
Dit 21 Ba ſt e. . 
may 0 XLVnI. 

H Ir there are many Bale u upon the Board, 


he takes all, and is to be paid no more. 


| Bk XI IX. 5 | | 
3 Ir there“ are a great many Baſtes; which 
by t, or becauſe they were made in 

92 one 
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Vole ſhall be * as much more. 
| L. 


Card. 


LI. 


them what lies upon the Board. 
| A 


n the better to diſappoint it it. 
LIII. 


paid for them if he ſaves his Bale, 
docs not win the Vole. 


IIV. 


LV. 


one Deal are put together, he that wins the 


TRE Pole is undertook, if after one has 
won his hen: THIER, he plays down another 


Ir he who undertakes the Vole does not 
win it, the two others are to divide bet wirt 


Wren the Vole is undertook, the two 
that. defend it may look in each others 


I he who undertakes the Pole plays 
Sans 52 or has Matadores; he is to be 


dhe he 


A cdi von, is not mark d _ a woah 


Wren a Number of 8 1 
agreed to be play's, he that will 556 


Play 


he has given, of the Manner of playing 


„ 


1 to the end, | ang to 4 all that 8 


H E that difcards and takes in before his 
Turn, is baſted, if what he takes i in is mixt 
with his Game. | 


Taxvs have 1 given all the — rela- 


ting to Honbre, yet cannot conclude this Arti- 


cle, without tranſcribing from Mr. Pop ES 
Rape of the Lock, the beautiful Deſcription 
this Game, 


in the following excellent 


Belinda now, whom thirſt of Fame invites, 
Burns to encounter Two Advent'rous Knights 


At Ombre, ſingly to decide their Doom; 


And fwells her Breaſt with Canqueſts yet to come. 


Strait the Three Bands prepare in Arms to join: 
Each Band the number of the ſacred Nine. 


Soon as ſhe ſpreads her Hand, th Aerie! Guard 
Deſeend, and fit on each important Card: 
Firſt Ariel per ch d upon a Matadore, 

Then each, according to the Rank they bore, 
For HIpbs ; ; yet mindful of their Ancient race, 


J 


Are, as when Women, wondrous fond of place. 


B- 
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1717 


P 
BruozD, four Kings in Majeſty rever d, 
With hoary Whiskers, and a forky Beard 


And four fair ere. whoſe; Hands fulaina 
Aeg ee. 


Th. expreſſive Publem of their Shes Power ; 0) 
Four Knaves i in Garb ſuccin, a truſty Band, 
Caps on their Heads, and Halberds i in their Hand; 
And parti-colour d Troops, a ſhining Train, 
Draw forth. to At * th hers r. 


Tun Skilful Nym ph reviews her force with | care; 


Let Spades be Trumps ſhe faid, and Truſs they 


— 70 4 
1 J 


Now move to War 5 fable. Aetna; 
In ſhow like Leaders of the Swarthy 3 f 
Spadillia firſt, unconquerable Loro! 
Led off two Captive Trumps; and fwept the Board. 
As many more Manillia fore d to yield. 
And march'd a Vigor from the verdant Field. 
Him Baſto follow d, but his Fate more hard 
Gain d but one Trump, and one Fleberan Gaxd: 7 


With his broad Sabre next, a Chief in years, K 
The hoary Majeſty of Spades appears ; . Nn 


2 | Puts 


— 
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Puts forth one manly Leg, to ſight reveal d; 


The reſt, his many-eolour d Robe conceal d. 


The Rebel-Nnave, who dares his Prince engage, 
Proves the juſt Vittim. of his Royal rage. 
Ev'nmighty Pam chat Kingsand Queens o rethrew, 


2 
5 * 


And mow'd down Armies in the Fights of Ly, 
Sad chance of War! now, deſtitute of aid, 
Falls CO NO + the Vigor yg 6 


11 u us far boch Armies to Belinda yield; 
Now to the Baron, Fate inclines the Field. 
His warlike Amazon her Hoſt invades, 

Th' imperial Conſort of the Crown of Spades: 


The Club's black Tyrant frſt her Vi cim dy d, 


Spight of his haughty Mien, and barb'rous Price 


What boots the Regal Circle on his Head, 


His Gianc Limbs, in State unweildy ſ bed; j 
That long behind he trails his pompous Robe, _ 
And, of A] Monarchs, „ only graſps the * 
21.% ty A 466 KITS: 114 

Tun 3 now bis Diamonds pours apace; 
Th embroider d King who ſhows but half his Face. 
And his refulgent Queen, with Powers combin d, 
Of broken Troops an eafy Conqueſt find. 

| "Is Clubs, 


» + +: The. — l 5 2 


* " Diamends, Hearts; in wild diſorder fees), 
With throngs n. firow the level Greek. 


Tre. Knoue of Pipes tries his "Oy Arts, 


And wins (O ſhameful Chance!) the Queen a 
(Hearts. 


At this, the Blood the Virgin” 8 Checks forſook, 
A livid Paleneſs ſpreads o ex all her Look ;. 

She ſees and trembles at th approaching il, | 

| Juſt in the Jaws of Ruin, and Cdills. « 
And now, (as oft in ſome diſtemper d Ns. 

On one nice Trick depends the gen ral Fate. 17 
An Ace of Hearts ſteps forth; the King unſeen K 


e in her Hand, and W his captive, 
/ Cy: 

He ſprings:to. Vengeance with an 3 pace, 

And falls like Thunder on the proſtrate Ace. 


The Nymph exulting fills with Shouts the Sky, 
The Walls, the Woods, and long Canals * 22; 


. 


ene, Hampror-Court 


at this Game the 


Game of PIC QUET. 


AKE a Pack of Cards and 
throw out all the Duces, 
\ Threes, Fours, Fives, and 
222 Sixes, and you are to play 
vith the Reft, which will 
amount to thirty two. 
Or RnERWISE you may buy Packs 
of Picquet Cards from the Makers, which 
contain no more than what are uſed. . / 

AFTER you have ſettled what you play 
for, you are to agree how. much ſhall make 
up, for this 1s in the Choice of the Game- 
ters, the common Way of,playing it, is a 


» 
* * « 
7 CG, 
Fo &\ 
* 
24 NN 


As * 


Hundred up, and this ſeems to be the beſt 
Game, becauſe a Repique generally. wins 


the Game. ; ER 
TR E next Thing you are to do, is, to try 
who is to deal, for you muſt oblerve that 
Dealer has a great Diſad- 


- 
. - 


—  — — 


— 
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advantage 5 700 are each of you. to cut the 
Cards, he who ſhews the ſmalleſt Card is 


ore I” TS 
” * 


the Dealer. 


A Man may cut as many, or as few 
Cards as he pleaſes, provided it is more than 


one, but one Card 1s no cut. 
Ap if by Accident it ſhould happen, 


that-in Cutting, ſome of the Cards ſhould 


drop out of your Hand, and ſome remain 
(Which often falls out thro' haſte) you muſt 


take no Notice of the Cards that fall, but 
the Cut muſt be decided by that Card 
which remains in your Hand with the Reſt. 
II reckoning up your Point, every Card 
is reckon'd for as much as it bears; as ten 
for ten, nine for nine, and ſo down to the 


Seven, which is the loweſt, except an Ace, 


which 1s always reckon'd for ten. 


You muſt obſerve alſo, that all Court- 


Cards are reckon'd for ten. 


An D when you come to play the Cards, 
their Value is in the ſame Degree; as, the 
Ace wins the King, the King the Queen, the 
Queen the Knave, the Knave the Ten, and 
ſo down. | — 
Waun the Deal is decided, the Dealer 
is to Shuffle the Cards, and offer them to 
the other to be Cut. | 
Ir in Cutting he ould ſcatter, or any 

ways diſplace the Cards, they are to be 

Shuffled, and cut again. 


Ir 


. 


YE : —1 15 © Q F 'L ; | 


fue) weeds (32 218 007 + dT 
Ir the 00 WI o does not deal has a 


mind to Shufethe Cards, he may, but the 


Dealer is to give them the laſt Shuffle. 


Tux Dealer may diſtribute the Cards, by 
four, by three, or by two at a time, as he plea- 
es, till he has dealt twelve apiece; but he 
muſt always go thro”- the Deal to the end, 
with the ſame Number as he begins. 
By r becauſe this Changeable Way of 
Dealing ſometimes may give Offence, the 
Cards are generally dealt at this Game by 
Two and Two, and it ſeems beſt ſo. 
'WHeN the Dealer has done, he is to lay 
the Stock juſt in the middle; when they 
come to examine their Game, if one of 
them ſhow'd find that he has not one Court 
Card in his Hand, he is to declare that he 
has Carte-blanche, then he is to tell how ma- 
ny Cards he will lay out, and deſire the 
other to diſcard, that he may ſhew him his 
, 7, ee ee a 
Wx the other has diſcarded, he who 
has Carte- blanche, is to ſhew his Game upon 
the Table, that the other may be ſatisfy d 
it is ſo; then he is to reckon ten for his 
Carte-blanche and to diſcard, in order to play 
his Game; but he muſt lay cut the lame 
Number of Cards he declared. 
IT ux Carte-blanche is the firſtThing reck- 
on'd, and therefore prevents a Picque, and 
Regic que. e 
* H Warn 


* 
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that is, twelve, there remain eight, which 
(as ſaid before) are to be laid in the middle; 
then he who is to play firſt may take five, 


which 1s a great Advantage, and leave but 


three to the Dealer. | 
Bu x he is not oblig'd to take five, for 
that is to be at his Choice, or according to 
the Diſpoſition of his Game; he may take 
in but two, three, or four, obſerving to 
diſcard juſt the ſame Number. 
WHEN he takes leſs than five, he may 
ſee the reſt of them, and lay them again 
upon the Stock. 5 
TR E N the other may take all that's left, 
or what Number of them he pleaſes, obſer- 
ving to diſcard as many; he may alſo look 
on the Cards he leaves, and the other may 
Jikewile ſee them, if he declares firſt what 
Card he will lead. | 

Bur take Notice, that he is oblig d to 

lead the Card he names. 

AND if by miſtake, or otherwiſe, he ſhou'd 
romiſe to lead a Card of a Suit which he 
ad not in his Hand, he is oblig'd to play 

what Card the other ſhall appoint him. 

OBSERVE, that both the Dealer and he 

that leads, are oblig'd to diſcard at leaſt 
one, let their Games be ever ſo good. 
' AFTER both have diſcarded and taken 


in, the eldeſt Hand is to examine what * 3 
; Ie | en : e 


# 


WHEN each has his Number of Cards, . 


— 
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he has moſt Cards of; then he is to reckon 

how many Points he has in that Suit, and 
ask the other if ſo many are good; if the 

bother cannot reckon as many in that, or any 


other Suit, he tells one for every ten; 


one Example will make this plain. 


Ir the eldeſt Hand has Ace, King, 


Queen, and Knave of any Suit, he asks, 
Are forty one good «(We told. 


you before that 
an Ace was Counted for Eleven, and every 


Court-Card for Ten) if the other cannot 


reckon up as many, he is to tell four for 
them, ſo if he had Fifty, he is to tell five, 


if Sixty, Six, and ſo on. 


B u T ſuppoſe thirty five in either Hand 
ſhou'd be good, he who has them is to reckon - 


as much as for Forty, that is to ſay four, 
and the ſame for any Number 
Thirty five, and Forty, but for any Num- 
ber leſs than Five, nothing is reckoned , as 
for Forty one, Forty two, Forty three, or 


etwixt 


Forty four you reckon but Four, ſo that by 
this you ſee there is as much reckon'd for 
Thirty five, as for Forty four; the Rule is 
the ſame in all Numbers betwixt Fifty, 
0s pts | | 
HE who reckons moſt in this Manner is 
ſaid to win the Point ; when the Point is 
over, each is to examine what Cards he has 
in his Hand of the ſanie Suit which are 


Sequents; theſe are called, either Tierces, 


A 2 Quartes, 
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the Quart four, the 
Sixſieme 1s worth ſixteen, the Septieme ſe- 
venteen, the Huitieme eighteen; 10 that the 
ſignification of the Terms inſtruct you 
what theſe things are worth, when you have 
( 


1 ———— CER 
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Duartes, Quintes, Si xſe mes, Septiemes, or Huiti- 
emes, according to their Nuniber and Value. 
Tus Terms may ſound a little like 
Conjuring to Perſons that don't underſtand 


them; but they are only the French Terms, 


which we make uſe of, becauſe we have not 
Engliſh whereby to expreſs the ſame Thing 


in one Word. 


Fus T a Tierce is when three Cards 
follow one another in Degrees of Value, as 


Ace, King, Queen, and are worth three, 


if you add a Knave to theſe, it is call'd a 
Duarte, and is worth four; add a Ten, and 
tis calF'd a Sue; a Nine, and tis call'd 
a Sixfieme ;, a Seven, and tis call'd a Septi- 
eme; an Eight, and *tis call'd a Huitieme. 


Tux Word Tierce is from Trois, three; 


Quart, from Quatre, four; Quint or 


Quinxe, fifteen, tho' by a Corruption of 
Pronounciation we call it Kent , Sixſieme, 


from Seize, Sixteen, and the Word Sixſieme 
is the Sixteenth ; Septieme, from Sept, ſeven; 
Huitieme, from Hut, eight. EN 
EVER Tierce is worth three Points, 
uintes fifteen, the 


You 


Mp. 60. es tos nts as. 
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Lo v muſt obſerve, that theſe Sequents of 
Cards muſt be of the ſame Suit, otherwiſe 
they are of no Value. AUDITS. © 
TAESE Tierces, Quartes, Onintes, &c. 
are diſtingu1ſh'd in Dignity by the Cards. 


they begin from; as for Example, Ace; 


King, and Queen, are call'd Tierce Major, 
King, Queen and Knave, are call'd Tierce 
to a King ; fo Knave, Ten and Nine, are 


call'd Tierce to a Knave, fo every Quart, 


Quint, or Sixſieme, that begins from an 


Ace, is call'd Quart, Quint, or ee Ma- 


Jor; when they begin from another Card, 
they are nam'd from that Card. | 
BSERVE, that he wio has the beſt 
Tierce, Quart, Quin, &c. that 1s, that 
which takes its Deſcent from the beſt Card, 
tho' he has but one, and the other has many 
inferiour, the beſt ſhall ſet all the others 
aſide, and render them of no Value. h 
So if one Perſon has a Tterce, or Quart 
Major, and two or three inferiour ones, the 
Tierce Major ſhall make all:the ſmall: ones 
ood. | | 

8 For Example, if one has a Tieres Mas: 
for, and a Tierce of a Knave, and another 
to a Ten in- his Hand, and the other has a 
Tierce to a Queen; he who has the Tierce 
Major ſhall reckon not only that, but the 
two ſmall ones alſo, and the Tierce to a 


H 3 Queen 
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Queen in the other Hand is worth no- 
thing. enen 209900. 

So a Quart in one Hand ſets aſide a 
Teerce in another, and ſo of others, the 
higheſt renders the loweſt good for nothing; 
and he that has a Sixſieme in his Hand that 
is good, may reckon 17erces, or Quartes, 
and if the other has a Quint at the ſame 
Time, tis ſet aſide. 

AN D ſo it is of Septiemes, Huitiemes, &c. 
when you have one of thefe good in your 


Fand, it gives a Value to all the reſt. 


WHEN theſe are all told, you are to ex - 
amine how many Aces, Kings, Queens, 
Knaves, or Tens, you have in your Hand: 
But no Number leſs than three of any of 
thefe are good for any thing, but three of 
any of theſe are worth three; as for the 
Nines, Eights, and Sevens, you are allow'd 
Nothing for. : 

OB SER VE, that the Cards are in the 
ſame Degree of Value here, as in every o- 
ther part of the Game; that is to ſay, the 


Aces are beſt, then the Kings, the Queens, 


the Knaves, and laſt of all the Tens. 
Ir one has in his Hand three Aces, three 
Knaves, and three Tens, and the other 
three Kings, he who has the Aces, ſhall tell 
all his threes, and the Kings are good for 
Nothing; thus, among Cards as well as 

Men, the Great ſtill overcome the —_ 
E 
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_ He that has four Aces, four Kings, four 
Queens, four Knaves, or four Tens, reckons 


| Fourteen for them; and this is call'd a Qua- 


torze,that is, provided they are good. 


Four Aces muſt be always good, the 


reſt are good but as it happens; four Tens 
e if t other has not four of any 


thing el 


I F there are four Knaves, or Tens, in one 
Hand, three Aces or Kings, &c. are not 
to be told in another Hand. £ 

T x vs when you have reckon'd all your 
2 that is to en * In Hagd, 3 

t it is to play firſt, begins to play 
2 ; and every Card he plays down, — 
bove the Degree of a Nine, he tells one for; 
but for a Nine, and ſo downwards, he can 
reckon Nothing; then the higheſt Card of 
a Suit always wins the Tricxk. 

Ir two Cards of different Suits are play'd, 
that which leads wins the Trick, tho? the 
firſt was but a Seven, and the laſt an Ace. 

I x is not the Perſon that wins the Trick 
that always reckons for it, and in ſome 
Caſes both reckon one for the ſame Trick, 


I ſhallexplain this Matter. 


Ix the Perſon who leads, plays a tenth 
Card, he reckons one for it as ſoon as he 
plays it down; if the other plays another 
Card that's higher, he wins it, and alfo 

79 | reckons 


— - 
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reckons one; thus they both reckon for 
the ſame Trick. | 


Ir the Leader plays an Eight, or Seven, 
he reckons nothing, and if theFollower ſhou'd 


win it with a Nine he reckons nothing; for 


as I ſaid before, no Card under a Ten can 
count at this Game; nevertheleſs that Trick 
ſerves towards winning of the Cards. | 


Bu x obſerve, that the Follower, that is 
he who po laſt, never reckons for his 


Card unleſs he wins the Trick. | 
A D obſerve too, that there is one Excep- 
tion to a Rule I laid down before, and that 
is, that he who wins the laſt Trick reckons 
one for it, tho it be won with a Nine, Eight, 
or Seven; if it be won with a Ten, or up- 
wards, he reckons two for it. 


WHEN the Cards are play'd out, each 


is to count his Tricks; and he that has moſt 
1s to reckon ten for winning the Cards; if 
they have Tricks alike, neither are to reck- 

on any thing. SIG, 99 
WHEN the Deal is finiſh'd, each 1s to 
Mark up what he got by the Deal, and ſo 
at the end of every Deal, till the Game is 
finiſh' d. . L 
W HE'N the Game is at an End, you are 
to cut again for the Deal if youplay on; and 

ſo every Game you p.ay. FRY 
So METIM ES it is agreed to play a 
cer- 


* 
r T 


22 


thoſe to 


who has t 


12 o 10 GCux r. 81 


certain Number of Games, and to deal al - 
ternatively to the end of thoſe Games. 


p © . 
# * 8 4 » p . . 
aan dt EL oi A 4 1 * — 4a. R Oe = if Wr — 
* N * A T _ — 2-8" 


An Example. | 


HEN tt happens that both Parties 
are within a few Points of being up, 
the Carte-blanche, is the firſt Thing that 
reckons. . | 
Ix there be no Carte-blanche, the Point is 
11 | 
THe Second Thing 1s the Sequents, as 
Tierces, Her ve Onints, &c. The next to 

e reckon'd, are the threes or 
Quatorzes, as three Aces, or four Knaves, 
or Tens, Queens or Kings. 
As for Inftance, if both Parties ſhou'd 
be Ninety five of the Game, and one has in 
his Hand Forty five or Fifty for Point, 
which we will ſuppoſe to be good; and the 
other a See or a Quatorze of Aces, he 
je Point wins the Game: Becauſe, 
as I faid before, it is to be reckon'd firſt, 
and the reſt have the ſame Preference ac- 
cording to their Ranks, as is already ſhewn. 
* Tr one be Ninety nine of the Game, be- 
fore he plays down the firſt Card, he plays 


it up if it be a tenth Card, tho? he loſes the 
3 is. | 


Ie 


they are to'play down, the Leader muft 
win the Game, if he plays a tenth Card 
| becauſe he tells as ſoon as he plays down, 
the other cannot, till after the Trick is 
won. 33 


/ . 
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I x the Parties are Ninety nine each when 


Of the Repicque. 


H E that without playing down, that is, 
in Carte-blanche,Points, ©uintes, Qua- 
torxes 8c. can reckon up thirty in Hand; 
when the other has reckon'd Nothing; reck- 
ons Ninety for them; and this is call d a Re- 
pic que. | 

Ir he can make up above thirty in Hand, 
he reckons as much above Ninety , as if he 
has Thirty two, Thirty three, or Thirty 
four, he reckons Ninety two, Ninety three, 
Ninety four, &'c, © 


Of the Picque. 


H E that can make up Thirty, part in 


Hand, and part by Play, before the 
other has told any Thing, reckons for them 
Sixty; and this is call d a Picqu. 
b > 8 .IT 


eie © win 2 


F 


I x muſt be obſerved here, that when he 
makes his Thirty, if he ſhou'd by Miſtake 
omit ſaying Sixty, and reckon only Thirty, 
and ſo go on with Thirty one, Thirty two 
and then playing the Cards out ſo, he ſhou 
afterwards recollect his Error, and reckon 


Thirty more for the Picque; he is not to 


loſe the Benefit of his Picque. 
Bu x if he has Mark d up his Game, and 
the Cards are cut and diſtributing for the 
Deal following, it is too late to recal, and 
his Game muſt ſtand as it is Mark'd. | 


3 a1 
Of the Capet. 


H E who wins all the Tricks, inſtead of 
reckoning Ten, which is his Right for 
winning the Cards, reckons Forty; and this 
is calPd a Capet. | | 
 ISHovLD have obſerv'd before, that 
whenever the Points, the Tierces, Quartes, 
or Quints, are equal in both Hands, neither 
is to reckon any Thing for them; tho” at 
other Games an Advantage in this Caſe is 

yen to the firſt in Play, or the eldeſt 
% 1 © 
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Of the Accidents which happen at 
this Came, and the Penalties 


which attend them. 


F IRS T, If the Dealer by Miſtake or 
_ otherwiſe, ſhou'd give a Card too ma- 
ny or too few; it is at the Election of the 


Eldeſt Hand, either to play the Game, or 


make him deal again. KK. 526 

I F the eldeſt, having thirteen Cards dealt 
him, reſolves to play (you muſt obſerve, 
there can be but Seven Cards in the Stock 
If the Dealer has his Twelve) in this Caſe, 
" muſt lay out five Cards, and take in but 
our. | nts +44 
IF he plays when he has but Eleven 
Cards dealt, he muſt lay out a Card leſs 
than what he takes iin. 
AN p the Dealer is to do the ſame if 
Eleven or. Thirteen Cards light into his 
Hand; but tis only in the Choice of the 
eldeſt to play, or make him deal again. 

Ir one ſhou'd have Fifteen or but Nme 
Cards dealt him, which may happen when 


the Dealer does not think of what he is do- 


ing; in this Caſe the Cards muſt be dealt 
1 5 f again, 


000 


Om 4 <5 thou os ©. 
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again, and neither have Power to hinder 


It. . | 

HFx that Han Qubrolanote: Pott, Artz, 
or Pnatorzes, in his Hand, and plays own 

a 208 before he remembers to name them, 


— the Benefit of them, and ſo he does of 


Thing that is to be told in Hand, if 
he! not name them before he plays 


down. ? 


Ir one party names his Point, and the 
other allows it to be good; if he does not 


remember to ſhew it before he plays down 


a Card, it is good for nothing to him, and 


he muſt not reckon it. 


8o if he ſhou'd name — Orartu, or 
ts, and not ſhew them before he plays 


Won the loſes the Advantage of reckonin 8 


them. 
On the other Hand, when this happens, 
the Dealer ſhall tell his Points, Tierces, 
| Lover or Quint, &c. the? they: are no 
d as. the others 

0 T he muft likewiſe ſhew chem befons 
— * ays down to the Leader's Card; other- 
ehe loſes the Right of reckoning them as 
we as the other. 

HE that has Thyees, or Quatorzes of Aces, 
Kings Queens. Knaves, or Tens, is not 


oblig d to ſhew them. 


Ly one ſhould count a Three, or N 
nen ie uu not in „ 4. th o he laid 


it 
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it out by miſtake, or.otherwide; if the other 
finds it out at any Time before the Cards 
are cut for the next Deal, he cuts him off 
from all he reckon d, and he is to count no- 
thing that he got by that Deal. 451 5 
Ix the eldeſt ſhould. count three Aces, 
when he laid out one of them, and the o- 
ther three Kings, or any thing elſe ; he ſhall 
count his three Kings, tho' he does not diſ- 


cover the othec's falſe. Reckoning till the 


end of the Deal. 7 


Os ERVE, that tho he who reckons 


falſe can count nothing by the Deal; yet 
what he has in his Hand may hinder the 
other, and ſave a Picque, or Repicque. 
A s for Example, he who counts three Aces 
falſe, and has a Quint Major in his Hand; 
tho he cannot count for it, it cuts the other 
off from counting any inferiour Quint, Quart, 
or. Te. Tie fd if, 2 
HE that takes in a Card more than he 


lays out, incurs the ſame Penalty, and counts 


nothing. 


Bb he that takes in a Card leſs than 


he lays out, may count his Game. _ 
H E that has a Card leſs than his Number, 
muſt play Card for Card with the other, as 
long as his Cards laſt, _ 1850 SEO? 
WHEN one has twelve Cards, and the 
other but ten; if he who has the twelve 
Cards ſhou'd win ten Tricks ſuccellively, 


then 


| that he wanted a Carl. 


— 
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then he has two Cards left in his Hand, 

which weill ſuppeſe to be the King of Spades, 
and any ſmall Card of another Suit, the 
other has but one Card, which we'll ſup- 
poſe too to be the Ace of yades; if the firſt 
plays his ſmall Card, the other muſt play 
his Ace of Spades to it: Thus he ſuffers a 
Capot for want of another Card, and this 
ſeems juſt, becadſe it was his own fault 


WHEN a Card is once play'd out of the 


Hand, it cannot be taken up again, unleſs 


it be in the Caſe of a Renounce; then, if by 
miſtake, one ſhou'd throw down a Card of a 
different Suit when he has one of the ſame 
nr his Hand, he may take it up again, and 
play down the other, | = 
Ir the Leader ſhow'd play a King, and 
the other having the Ac of the ſame Suit 
in his Hand, ſhou'd in ſurprize play a ſmall 
Card of the ſame Sort, he cannot recall it, 


but muſt be content to loſe the Trick. 


Ix one Perſon has three Aces in his Hand, 


and by Negligence ſhould count three Kings 


nſtead of his 
K 5 
PRO VID ED he does not recollect his 
1{take before he plays down his firſt Card; 


Aces, he counts nothing that 


If he does, in all the foremention'd Caſes 


e laves the Penalty, 


2 Te 
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Ir, when the Deal js half plaid out, one 


of the Parties, expecting to win no more 
Tricks, ſhou'd throw up the Cards, and mix 
them wita:the ref; if after he repents and 
won d take his Cards up again, — 18 not 
allow'd; but if they are not mixt with the 
reſt, he may take them up again, and play 
out the Deal. Ar WII 
WREN the Cards are play d out, except 
two or three on a Side, and one ſuppoſing 
the other's Cards to be better than his, 
ſhou'd throw them down; but after finding 
himſelf miſtaken, he takes his Cards up a- 
gain, he ſhall be 1 to play which of 
the three Cards the other directs him. 
I x is not allow'd in any Cale to diſcard 
twice : As for Example 
HE who takes if fir ſt, lays out four 
Cards; of Conſequence he is to take in but 
four: If by the outſide, or any other Means, 
he ſhould know the fifth to be a good Card, 
and offer to lay out another in order to 
take it in, the other ſhou'd not allow him 
AN p the Rule is the ſame in reſpect of 
the Dealer. If he does not take all the 
Cards that are left him, after he has once 
diſcarded and taken in, he can diſcard no 
more, tho he has not look d on the Cards he 
takes in. Vein bie 
| | * No R 


Se 5 © 


gee 


: 12 7 5 . 1 1 
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5 -N ON „ bs it lens deforys landing to 


ok or examine the Cards you are to take 


in, even on the outſide, leaſt they ſhould 
be known by their Backs. 


H that takes in firſt, ſhould always 5 


tell how many he leaves, if he does not 
take in all his five; that the other may diſ- 
card accordingly.  - 

H x that takes in a Card too many, and 
perceives it before he looks on them, may 
turn it back again. 

UN LESS he mixes them with the reſt 
of his Game; in which caſe he loſes the 
whole profit of that Deal, and reckons no- 
thing as is oblerv'd before. 

Ir one takes the Cards to deal when it 
is not his turn, and ſhou'd deal them all 


out, and if the other has examin'd his Cards, 
rovided he that dealt b Miſtake, has not 


he may throw 


k'd on his Cards alſo 
them up to be dealt by the other. | 
I the Perſon who is to ſpeak firſt, ſnou a 


mew a Point, ora ierce, Quart, or Quint, 


&c. or a I. bree, or Latex- of any thing, 


which the other ou d allow to be good; if 


after this he ſhou'd find he was miſtaken, 
and that he has a better of that ſort than the 
Eldeſt ſhew'd ; he may count it afterwards, 
and he ſuffers nothing by this miſtake, pro- 
vided there be nota Card play'd down. 


La. 0 
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TIA Carte- blanche, as we told you be- 


fore, is always firſt told, and muſt be ſhew' 
upon the Table, whether it be in the Hands 
of the dealer, or of the otheer,t 
Hx that has nothing in his Hand but the 
Carte- blanche, ſaves a Ficque, and Repicque, | 
Ir you ſhou'd have in your Hand three 
Aces, three Kings, three Queens, three 
Knaves,or three Tens, and in diſcarding lay 
out one of either of theſe, you are to count 
but three; then the other may ask you 
waich Ace, which King, &c. you laid out, 
and you are oblig'd to tell him; and, if 
he requires it, you muſt ſhew him which 
you laid out. E 
Ir it ſhou'd happen that the Pack ſhou'd 
be falſe, (as ſometimes there may be two 
Cards of a Sort) when tis found out that 
deal goes for nothing; but if you have play'd 
ſeveral deals before with the ſame Pack, 
are all good. 1 a | 
IF the Pack ſhou'd be found falſe the 
very firſt deal you play, you. anuft adjuſt 
the Pack, and begin again; but you are not 
to Cut again for deal, for the firſt Cutting 
ſtands good. 2 251ot 
EvER Xv Gameſter is to lay his diſcard 
near himſelf, which he has the Liberty of 
looking on as often as he pleaſes. 
H E that Cuts the Cards is not to look at 
the bottom; if he thou'd, forgetting 1 
© 


ljuſt 
not 


k at 


O PreauE ri or 
he was abont, they muſt be ſhuffled and 
8 nenen * N 


Cut again. I fis Mor iir TWIN At 101 
WREHN the Cards are Cut neatly, that 
is, without ſcattering or diſplacing, and nei- 
ther have ſeen the Bottom; if the Dealer by 
ſome outward Mark ſhou'd know it to be a 
bad Card for him, and ſhould defire the other 


to cut again, he ought not to conſent; and the 


Caſe is the ſame if he that cuts ſhould — 2 
e 


pen to know it to be a good Card for t 
Dealer: For the Cards are never to be cut 
twice, but in the Caſes. before mention'd. 
WHOEVER is found taking a Card in 
that he had laid out before, loſes the Game. 
WEN, by Miſtake, one has taken a 
Card in more thau he had laid out; and to a- 
void the Penalty, which is, of reckoning no- 
thing that Deal, he ſnou'd attempt ſecretly 


to lay it out again, he is to loſe the Game. 


THIS Game is always play'd with 
Lurches, unleſs it be firſt agreed on to the 
Contrary; that is, when the loſer cant 
make up fifty, before the other wins the 
Game, he is to pay him double. If they 
play for a Guinea a Game, he that's — 
loſes two. 5 Fr Get? 
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1 e the Pool. waa, 0 


n E Pool 18 ada way: ' of playing 
Ficquet, only invented for Society; it 

is in every Way play d the ſame wit} the 
other Game; but it is a. Contrivance to 
bring in a third. As- for HRample, 
THREE Perſotis are to cut, he who cuts 
the higheſt Card ſtands out the firſt Game, - 
for it is held an Advantage to be out firſt. 
Then the others are to cut for Deal, as is be- 
fore directed: If they play for Guineas, 
they are to lay down a Guinea apiece, which 
makes three Guineas; then he who loſes the 
firſt Game lays down a Guinea more, and 
goes out, and then he who ſtood out before, 
Ats down; if the firſt Gameſter beats him 


alfo, he ſweeps the Board, which is call'd 


winning the Fool; and the Loſer muſt lay 
another Guiſea to it. 

Bu T if he who won the firſt Game loſes 
the ſecond, he pays his Guinea, and makes 
room for the other z thus it. goes round 
8 till the Fool amounts to a great 

wn, 
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Jou muſt. obferve, the Pool is never 
won, till one Perſon wins two Games ſue- 


ceſſively. | Look 8 


-E very. Perſon that loſes a Game, lays 
down a Guinea to the Pn. 

WRHEN any Perſon is lurch'd at this Play, 
he lays down one Guinea to the Pool, and 
pays another to him who lurch'd him. 
' TH15: is all that can he ſaid upon che 
Game of Picquet; the Directions are ample 
enough to inſtru& any Perſon in the Game. 
As to the Art of playing well in order to 
win, which conſiſts ie in playing the 
2 1 think cannot be demomſtrated this 

ay. 

4 tis A 1 2 muſt es nga thy by 

ractice, or by obſexvĩ who are 
en, O78 e 
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© 4 SHOULD firſt Webern 
the Reader that this Ga ME 
requires Conduct and At- 


Reaſoning; ſo that I be- 
| tlieve it is a juſt Remark, 
* a Fool never * it well, 
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Ir has one. Thing healer to it, — 


that is, that the Incidents and Turns are 
ſo many, and {© various, that it will be 
found both 

ven 


deere tes: 


WW“ 


tention, and even good 


delightful and entertaining e- 


Of SCA et. : on . 
ven where People play for nothing, which 
e 


Tn E Theatre upon which this Game is 
Acted, is à chequer'd Board, half black, 
and half white, painted like a Draught- 
Board, which may ſerve for this Uſe upon 
occaſion. | 


Iv. 


Tux Game is perform'd by two little 


Armies, drawn up in Order of Battle, op- 
poſite to each other; each Army is Com- 


manded by a King, and ſeveral great Offi- 
cers, tho', when you come to examine them 


cloſe, This King: is uo more than a: Piece of 
Stick, or Ivory, as are all under his Command. 


. | . | 2 4 
TAE Officers (including the King) con- 


ſiſt of eight principal Perſons, who are fiz-d 


according to their Quality, and have their 
particular: Titles, and Sualities 7 4 
| Wir od u 


I xXx common Sort conſiſts of eight Pi- 


oneers, one ſtands before every * 2 
: | the 


Fer are cad TR mid we vat Little 
of Stature, - 820 bist sd ir 012 
{x 


4 TAE 2 King z dhe firſt, and whenever 

-he-3sToft, tt be Battle — 1 

An 2 ] and ae Im. * * 
: 2 


T H E 3 is next in Degree, "who 
bears her Royal Husband Company in the 
War; ſhe does not only animate him with 
ber Beautiful Aſpect, but likewiſe defend 
him h ü cg attack his qr 


* MY x 5 4 CY * 4 - 
SA 


Ter two Rooks gte nent in Des 
the Queen. Tk. 


As. - 


3 4 
; 4 


X. 


Tu two Knights are next wo11them, 

| who do great Service generally in the be- 
erneut of an Action, and are very furious 
or ſome Time, but towards the they 


are not ſo ſerviceable.” A inT 
ITE. 
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' Tien are two Biſhops likewiſe, (for 
the Army muſt not be without e 
which are wen ee towards the End 
'an Action; perhaps the Reader may think 
5t is to af the "iy Men, bur 5 
8 him te underftand preſently, that they 
ave ſomething elle to do. ii leer 


XII. 


Tn ger in French are call'd les Tous, 
that is, Fools; but who it was that firſt Tran- 
ſhted that Word for'Biſhops, I can't tell. 


— 


TH E next are the Pawns, who, tho' the 


are no more than common Soldiers, dae 


when they are well Commanded, they 
ſometimes perforin great Actions. 
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Tur ; Method of drawing up this little 
Army, is as follows; the eight principal 
Figures, are to be plac'd in the loweſt Rank 
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of the Board, next to the Gameſter, in this 
Manner. Firſt, the = upon the fourth 


Spot 
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Spot from the Corner, Which is White, his 
Queen is to be Plac'd upon the black Spot 
on his Right Hand; the two Biſhops are to 


ſtand one next the King, the other next the 


Queen; the Knights upon the Sides of the 
Biſhops ; and the two Rooks one in each 
Corner. The Pawns are placed juſt in the 


Rank before them, to ſerve as their Ram- 


part; thus the Poor are only made uſe of 


to defend the Great. 


TH x other Army muſt be drawn up on 
the oppoſite End of the Board in the ſame 
Manner; and leaſt they ſhou'd not be di- 
{tinguiſh'd when they come to be. mix'd, 


one Army is always Cloath'd in Black, 


the other in V hite. 


XVI. 


THe King is very Grave and Solemn in 
his Pace, ſo that it may be ſaid, he moves 


with a great deal of Majeſty; his March is 
flow, and he only moves from one Chequer 


to another, either forward in a Line, or 


S 


fideways in a Line, or backward in a Line. 
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| in his Way, he may take Kim Priſdner, ane 


place himſelf where he Stood; aud when, it 
15 his Turn to move again „Re may 80 Hack” 
wards, 11 s or by tire, T4 
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Lo v muſt obſerve, that the Gameſters 
maſt move by Turns, as they do at Dranghts. 


SOME maintain that the King may at 


his firſt Motion go over three Chequers at 


once, either forwards ; or Sideways, or 
take an indirect Jump, as the Knight does, 
which ſhall be explain'd hereafter ; but 
the Game is ſcarce ever play d ſo, for theſe 
uick Motions don't ſeem conſiſtent with 
ie Statelineſs of a King. The moſt he can 
do, as it is now pla is, to paſs over 
one Chequer the Mek Motion; but after 
that, he can only move from Chequer to 


Cheg que er, in the Manner before deſcrib' d. 
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TAE Biſhop has a Motion hard to be des 
ſcrib'd upon Paper; it is neither directly 
forward, nor altogether ſideways, but be- 
twixt both ; it is an; oblique Movement, he 
may either Move from Chequer to Chequer, 
OT run along a whole Row, aceo ding E he 
ſees his Advantage to ſnap an Enemy. 


XXII. 


n 5 4 1 5 


4327 155 hs E205 21-26 H 14 
ON E Bip ſtands upon a black Cheguer; 


the other upon a white; he who ſtands; up- 
on the black, moves upon a black 5 
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and never touches the white, he that ftads 
wafer tata 'Bl ack. * 
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Tur Knight has put ons Wa) of Moving; 
which is a very odd One, for 5 5 rom 


Black to Whi and from White to hel 
in this ROE be jumps ov ver, 


not direct forward bar 
Form of: 285 CGirele; Sr one 191 18 


Enemy ſhould ſtand next to Hin, he can . 
thew his e 9) jump over his Head. 
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An J 


A N O rer or a Pawn of the Enemy s, may 
. next to a Knight, or a Biſhop without 


W. er 75 for theſe OG contmed to ok 


moving, can hurt ds but 
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IRE Kai bt. (as is before oblery'd) js of 
__ Uſe in the Beginning | of the Rat 2, 
very öften e makes a Paſage t 


aug! 
de nde Army, and forces his Way up r 
to the ' King, nom he A tacks, "2nd to 
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an Action, he has not the * — 
1 of exerciſing his Yalour; therefore 
the heft 1 2b is to yer ie at Brite) IN 
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ting him in Danger; ; 5 it muſt be obſerv d, 


that whenever the Ae Perſon is in Dan- 


Res of . en by the Enemy, out of 

eſpect to Royal Majeſty. "Notice muſt be 

given him, by ſaying Cheque, telt ſo he may 

mſelf with ſome 

of his Men; for when he is taken, his. 

any 18 loſt, and Ken: is an End of the 
me. 
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this Danger ſhou'd, omit ſayin eque;. 
they cannot take him. Toy: St: Ch 
XXVIT. 


TI HE Motion of the Rooks 3s in 2 direct 
Line every Way; me, can neither croſs 
the Chequers, as. the Eiſpops do, nor hop 
like the Knights ; they may either move.: 
1 de to Chequer, or elſe aa far ; EE 
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the Paſſuge is clear; if any of the Enemy 
ſtands: in their Way, 0 interrupt | their 
March, they may take him Priſener, and 
ſtand in his Place, as all the others muſt 
when they take a Priſbner, tilb the next 
Movement. They are placed one at one 
Corner, and t'other at the other Corner of 
the loweſt Row, in the ſame Rank with 
theother Commanders. Thus they defend 
the Flanks of the Army, and guard the 
Quarters of the Kixg and his Officers; but 
they are ſeldom put upon Action till after 
ſeveral. Skirmiſhes and Repulſes; they 
generally do more Service than any, except. 
the Queen. et e ee e e 


XXIX 
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IT x eight Pawns.are placed in the Rank 
before the Commanders, one befbre each 
Officer; at their firſt Movement, they may, 
if it be thought neceſſary, paſs over two 
Chequers, reckoning That they come from 
for one; after that they can only move 
from, Chequer to Chequer in a direct, Line 
forwards; but if one of the Enemy ſhou'd. 
ſtand next to one of them in an oblique 
Manner, they may take bim; and if, with 
the; Hazard of his Life, any of them ſnou'd 
make his Way up to the firſt Rank of the 

ö Enemy, 
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Enemy, he is immediately prefer d, and 
made an Officer, and the King may Þ refer 


Him to the 'Poſt of any Officer de has JoRt {- 


F the Queen herſelf had been taken Priſo- 


ner, ſe muſt be erchang d for this Funn. 
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2 s as: 55 Methodof playing 5 you Men 
at Cheſs, it is impoſſible to give à Direct i- 
on, for that depends upon Fancy, or a 
Man's particular deſign at Play; and the 
Occurrences that happen, and various Diſ- 
poſition of the TINT will often Rig 225 
to ere your Meaſu 


XXII 


at Error of thoſe that are not 
4 ect in this Game, is, that they 


are apt to play too open at the Beginning 


of the Game, as if they apprehended no 
Danger while the Enemy's dag Army id at a 
Diſtance; but they ſhow'd remember, that 
the Queen, a Biſhop p, anda ed enn take” 


a Priſoner from one End- of - the e 
the other, if he lies uncover d. Fort; Se+: 
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Ar r ER fore Moyements, you wallGnd, 
it impoſſible to proceed without pan 
Fier Men, or Officers 4 therefore your 
Players will give np an inferiour "I 
to — a ſuperiour from the Enemy: For 
Example, you ſhon'd play your . 
juſt in the Jaws of a Rook, provided you 
had placed another ene in ee 
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rens ben Players — 
t behind the Enemy, in order to At 
ta the King, and give him Cheque-Mate, 


| | chat by. this Mean they-anay either take 


him, or b c him up, apd 40 vin the 
Game. - 
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King; the Firſt is a ſimple — when / 
the King can either retire out of Danger, 
or cover himſelf with an inferiour Man, or 


take that Man that Nn him. 
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XXXV. 


Tux Second is, when the King is ſo Be- 
ſieg d, and Over- powerd, that he can nei- 
ther move, nor defend bimſelf, nor cover 
himſelf with another; this is call'd Cheque- 
Mate. In this Caſe the Game is lab += 


XXXVI. 


TH Is is all that can be ſaid: towards 
teaching the Game of Cheſs, and you may 
ſee by this, that it requires Reaſon and good 
Conduct. It is an old Remark, that whoever 
is a good Player at Cheſs cannot but make a 
$20 General of an Army, wherein there 8 

oom for an infinite Number of fine Strata- 
gems and Turns. It is very different from 
moſt ther Games, which are tireſome and 
fatigning, unleſs the Lucre of what you play 
for draws your Intention. This may be 
an Entertainment for Men of Senſe, who 
without running the hazard of thoſe unhap- 
py Events, which ſometimes attend high: ! 
Play, may find an agreeable Amuſement, 
without Danger or Expence, tao 
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